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Now there is no other magazine on the face of the planet that can deliver the whole picture the 
way EGM 2 can. Using the same sources that keep you connected with the world of games with¬ 
in the pages of ELECTRONIC GAMING MONTHLY, EGM 2 has more info on the games you want 
to know about as well as more pictures of the games that are yet to come... 












With EGM 2 you get complete coverage of every angle of the video game biz. You get more 
Super NES, more Genesis, more of the new systems and more of the next generation. Plus, only 


0 


■u 
c 

■ © £ = 

(A CO 0 CO 

0) 3 O) > 

(C O CG ^ • 

«~ a 

to Q ^ 

2 1 a I i 

ciEfl o g 
a> 2 c os 

£ rf> "7 O O 

r£ .r ■- co 0 

0 = 0^0) 
O a ^ o C 

O S- CO 3 

(/) u-4- j j: 

5 s» ©-3 

© £ -5 i_ M 


o 2 

£ 3 

*D O 
C o 

co CO 

0 © 
c c 

0 N 
O 0 
0 O) 


7, 0 

<j> 0 

O) > 

= « 
2. o 

P 1 * “ 

0 O 
0 


0 
O) 

0 0 
s— v 
<D r± 
> “ 
O .E 

o 

5 k " 0 

<J) 

JC c 
0 
0 


0 £ 

£ Q 

$ * 

c _C 


O ^ 
0 

o>.E 

<S <i> 
0 O 
> 0 
O *T 

a = 

— o 


0 0 

11 

0 m 

O) c 

1 l - 

CM §> 
5 Q) 

HI 5 
5 £ 

O M_ 
C o 

T5 0 
C g 

0 Q) 

s c 

0 © 
LU X 

... 0 


c © 
O £ 


© s > 

■D > © 

o 2 
o °- © 

Q. £ 0 

CM ** > 


0 5 

^ *D 
■O © -M 
C Q- 0 
0 0.0 

g '=* > 

o ST | 

m 0>7 

> £ 0 

COX} 
O O 0 




ELECTRONIC GAMING MONTHLY 



















Danyon Carpenter, 

Terry Minnieh, Mi 
Andrew Baran, Mike 
Paul Ojeda, Mark L 
Apoorva Desai 
THIRD PARTY 
John Stockhausen 
STRATEGY CONSULTANTS 


.ez, 




U.S. National Video Game Team 

FOREIGN CORRESPONDENTS 

Nob Ogasawara, Terry Aki, Sam Rye 

WORLD NET™ CONTRIBUTORS 

The Super Fa micom-Japan, Gamest-Japan, 
MegaDrive Beep-Japan, Famicom Journal-Japan 
LAYOUT AND PRODUCTION 

Colleen Bastien, Production Manager 
Dave McCracken, Production Assistant 
Juli McMeekin, Art Director 
Jennifer Whitesides, Managing Copy Editor 
Jo-El M. Damen, Gayle Schneider, Copy Editors 
John Born, Ad Coordinator 

CUSTOMER SERVICE 

( 708 ) 268-2498 

ADVERTISING 

Eisenberg Communications Group, Inc. 

(310) 824-5297 

Jeffrey Eisenberg, National Advertising Director 
Heh-Kyu Lee, Account Executive 
Suzanne Farrell, Ad Coordination Manager 


SENDAI PUBLISHING GROUP, INC. 

Steve Harris, President 

Mark Mann, Chief Financial Officer 

Mark Kaminky, Vice President/General Counsel 

Mike Riley, Vice President of Operations 

Ed Semrad, Associate Publisher 

Cindy Polus, Financial Manager 

Dave Marshall, Circulation Manager 

Cindy Kerr, Director of Promotions 

Kim Koval, Promotions Coordinator 

Peter Berk, Publicity Manager 

Harvey Wasserman, Newsstand Director 

Peter Walsh, Newsstand Manager 

John Stanford, Manufacturing Director 

Ken Williams, Systems Coordinator 

Sup-er NE$ TH Buyer's Guide (ISSN# 1063-8342) is published bimonthly by Sendai 
Publishing Group, Inc., 1920 Highland Avo., Suita £22, Lombard, II 60148 Second 
Class Postage paid at Lombard, IL and additional mailing offices. Subscription rates for 
U.S,: $19,95. Canada and Mexico: $29.95. and all others by air mail only: $49.95. Sin¬ 
gle issue rates: $3.95. POSTMASTER: Send address changes to Super NES, P.O. 
Box 1733, Lombard, 11 90148-8733. For subscription changes, changes of address, or 
correspondence concerning subscriptions, write Super NES Buyer 1 * Guide, P.O- Box 
1733, Lombard, IL 60148-8733 The editors and the publisher are not responsible for 
unsolicited materials. No part of this publications may be reproduced without the 
expressed written permission of Sendai Publishing Group, Inc. Copyright © 1994, 
Sendai Publishing Group, Inc. All rights reserved. All materials listed in Unis magazine 
are subject to manufacturers change and the publisher assumes no responsibility for 
such, changes. 

Printed in the U.S.A. 

Super NES™ and alt appropriate software and hardware title* are trademarks of 
Nintendo of America, All other software and hardware titles are trademarks of 
the respective manufactured censes. Thla magazine Is neither produced nor 
endorsed by Nintendo and Is published independently by Sendai Publishing 
Group, Inc. 



I...6 

Will Mortal Kombat II and 
Super Street Fighter II 
come to home systems? 
Gamers want to know! 



FUTURE PLAY.. .18 
The classic hero returns 
with SunSoft’s adaption 
of The Death and Life 
of Superman. 



SNES HI-TECH.. .8 

Now you can play old 
Game Boy games on 
your Super NES with the 
Super Game Boy! 


SNES TRICKS 



Do the Hadoken 
Fireball trick for Mega 
Man X and you’ll be fear¬ 
less against enemies! 



It’s Daze Before Christ¬ 
mas and Santa Claus 
isn’t himself in SunSoft’s 
upcoming release! 

GAME OVER. ..50 
Defeat the Dark Queen 
from Battletoads in 
Battlemaniacs and you 
can see two endings! 




ULTRA PLAYS.. .22-41 


Nintendo’s Super Metroid casts you as a 
bounty hunter fighting to restore civiliza¬ 
tion. Fighter’s History from Data East is a 
knock-down, drag-out slugfest to the 
end. Let the Ninja Warriors take care of 
everything in Taito’s latest contender. 
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Look no further for the latest info on the 
newest games for your Super NES! 

This issue, we explore Jungle Book, 
encounter King of Dragons, go for the 
shot in Megaman Soccer, and meet The 
Flintstones! It’s all in a day’s work! 
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Now there is a magazine made exclusively for owners of the hottest, most 
powerful Nintendo video game system ever made, the Super NES! Here is a 
magazine with all of the latest information, unbiased multi-person game 
reviews, and spectacular maps and tips so incredible that only the editors of 
Electronic Gaming Monthly could put it all together! Turn to the Super NES 
Buyer's Guide for the first and best info on the Super NES and its games! In 
each bi-monthly issue, you will find pages packed with the most detailed full- 
color coverage of everything for your favorite 16-Bit machine! With an 
exclusive focus on the best and worst the Super NES has to offer, this Buyer's 
Guide is the one magazine you can trust to get the most out of your Super 
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This is the section in which you get to give us compliments i 
complaints, gripes, questions, rumors, and opinions. If the 
editor likes your letter enough he may even print it right here 
in the mag! Send all tetters to: Feedback: Letters to the 
Editor, Sendai Publications, 1920 Highland Ave., Suite 222, 
Lombard IL 60148. Due to the high volume of letters received 
we are sorry that individual letters will not be answered. Keep 
sending in those letters, though—we love to get 'em. 

MORE ON VIOLENCE... 

I am a parent of two. Like many 
middle-class families, we own a 
color TV, a VCR, and a Sega CD 
system, which we all use and enjoy. 
As a mom, though, I don’t agree with 
or condone the violence in video 
games (Mortal Kombat, for one). I 
agree that video games do not pro¬ 
mote violence in everyday life, but 
the combination of games, TV, and 
movies make our tolerance of vio¬ 
lence higher. I give you thanks on 
your rating system (we need ail the 
help we can get these days), but it is 
still up to the parent to censor their 
children’s viewing. They must take 
responsibility in shaping their child’s 
personality and morals. Parents 
should have the most influence on 
their children. 

Glenda Kenyon 
Alberta, Canada 



Is Mortal Kombat too harmful for 
our kids? A parent speaks out. 

SOMETHING FOR NINTENDO 


Why doesn’t Nintendo rate their 
games? I think it would be in their 
best interest to do so. If Nintendo 
puts labels on games, it would prob¬ 


ably boost their safes. Nintendo 
would not please the older cus¬ 
tomers by allowing violence, but 
would please most parents by letting 
them know which games would be 
suitable, say for their 8-year-old kid. 
There are some games for the 
Super NES that I think are not suit¬ 
able for young ones. Such games as 
Mortal Kombat, Outlander, and 
Lethal Enforcers deliver heavy 
doses of violence. They should have 
an easy-to-read label that parents 
can see when kids take them to buy 
or rent a game. I give credit to Kona- 
mi for putting a warning on Lethal 
Enforcers for the Super NES, 
although the print was small and it 
did not stick out when I looked at the 
box, I read it and noticed it was 
there. Was that warning Nintendo’s 
idea, or was it just put there by 
Konami? Anyway, I think Nintendo 
should look at what Sega is doing. 

Brian Popa 

Canton, Ml 


JAPANESE THEU.S. 

VERSION: VERSION: 



The fourth Stage Bosses in Pocky & 
Rocky and how they “changed.” 


(Ed. Being a parent, Glenda, a 
response from you is most welcome. 
It is interesting to hear what parents 
think about this current hot topic, 
and not just “concerned” bureau¬ 
crats and sociologists. As for Brian, 
seriously, after playing the Super 
NES version of Lethai Enforcers can 
you honestly say it is too violent? 
The game has been so toned down 


that putting a warning label on the 
box was a little much. As we’ve stat¬ 
ed before, 

Nintendo does an excellent job of 
approving games for release here — 
even the slightest elements that 
could be considered “offensive” are 
changed . Just take a look at the pic¬ 
tures of the fourth Stage Boss in 
Pocky & Rocky and how it was 
changed. Was the original Boss too 
offensive? Should they have kept 
the original Boss and given the 
game a restrictive rating?) 

MK II & SUPER SF II: 

Since Super Street Fighter II and 
Mortal Kombat II have been a great 
hit in the arcades, are they ever 
coming to the home systems? I own 
a Super Nintendo and was wonder¬ 
ing if SSFII or Mortal Kombat II will 
ever come to the Super NES? I also 
heard rumors that MK II is coming 
out on the Sega CD. 

Kenneth Ian Lunty 
Alberta, Canada 



Mortal Kombat II and Super Street Fighter II 
will be coming to home systems. 


(Ed. Last issue we told you Mortal 
Kombat II was coming to home sys¬ 
tems again courtesy of Acclaim. The 
first Mortal Kombat has not been 
released on the Sega CD yet There 
probably will be a Sega CD version 
of Mortal Kombat II, but no word as 
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of yet when it will be available. 4s 
for the arcade smash Super Street 
Fighter II, there will be a home ver¬ 
sion for the Super NES and Gene¬ 
sis, but keep in mind the 
Super Turbo version isn’t even fin¬ 
ished for the arcades and has 
no “final” Boss programmed in as 
of yet, that is.) 


GREAT GAMES: WHY NOT HERE? 

I am a big RPG fan and I noticed 
that all of the really great RPGs 
come out in Japan only, i own a 
Super NES and I keep track of all 
the great RPGs in Japan. My mouth 
waters for games like Feda, Fire 
Emblem, and the awesome 
Romancing Saga 2 (all of which are 
for the Super Famicom). When, if at 
all, will these games and others like 
them come to the States? Why won’t 
they realize that American gamers 
like these games too? 

Henry Rivera 
Bronx, NY 



Konami’s shooter Parodius hasn’t 
shown up on these shores yet. 

(Ed. RPGs aren’t the only type of 
game that are released in Japan and 
not in the States. Take shooters, for 
example. Konami’s Parodius, which 
is one of the funniest and most 
humorous shooters ever made, 
hasn’t been converted for an Ameri¬ 
can release. Same goes for the 
other shooter Pop N’ Twinbee. One 
prime example of this is PC- 
Engine’s Dracula X, the best entry in 
the popular Castlevania series, 
which has no plans fora U.S. ver¬ 
sion or release. These are just a few 
of the excellent games available in 
Japan only. Play them once, and 
chances are you’ll want to add them 
to your own game library . However, 
the only way to get any of these 


games is to buy them as imports. 
And with the high prices for imports, 
not to mention Japanese text— 
especially on the RPGs—things can 
get quite frustrating. As for Fire 
Emblem, as of now there are no 
plans for a domestic release yet, 
and the same goes for Feda. How¬ 
ever, bad news for Romancing Saga 
2 fans—this title will definitely not be 
released over here. The one thing 
gamers can do is write the compa¬ 
nies and tell them you want to see 
those games over here.) 

MKII: OH NO YOU DON'T... 

Presently I am an avid Super 
Nintendo fan. However, after read¬ 
ing QUARTERMANN’S Q letter in 
Electronic Gaming Monthly (issue 
#56) concerning Mortal Kombat II, I 
have been quite dismayed to learn 
that the second installment of this 
great fighting game will be lacking its 
true arcade bloodshed. Does 
Nintendo realize that there are many 
Super NES owners who are mature 
adults and are quite capable of mak¬ 
ing decisions on their own, myself 
included? If Nintendo is so con¬ 
cerned about graphic violence in its 
games, why don’t they allow such 
games as Mortal Kombat II to be 
purchased by people only above the 
age of 15 or with parental consent? 
Finally, I hope Nintendo will recon¬ 
sider, or [they’ll] risk losing countless 
numbers of fans to the competition. 
Who is to say I will be a loyal 
Nintendo fan forever? 

Michael A Martinez 
Metairie, LA 


... NO MORE SWEAT! 

Now Mortal Kombat II is out, and it 
will most likely come out on home 
systems. Genesis players will be 
thrilled at all the new gory moves 
and super gory fatalities. But what 
about me and all the other Super 
NES gamers? If it’s going to be 
another load of sweat, I’m not buy¬ 
ing, and I think not many others will. 
So, Nintendo, don’t waste your time! 

Tommy Fishman 
College Point, NY 
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Will Kung Lao work up a big sweat for 
the home version of MK II? 


(Ed. Despite the fact Mortal Kombat 
was altered—and the blood was 
replaced with sweat—against the 
wishes of gamers—the game pro¬ 
duced record-setting sales. The 
problem arises when a censored 
version of a game is the only one 
available. What’s a gamer to do? 
Not buy it? That seems unlikely.) 


ANOTHER MEGA MAN? 

I am a huge Mega Man fan, and 
when Mega Man X came out, I 
brought it as soon as I could. 

Though I beat it in two days, I still 
love it. Boy, was I surprised when 
Sigma said he would be back soon. 
Well, I would like to know the 
answer to this question: HOW 
SOON? 

Jason Powell 
Pitman, NJ 



Is there another Mega Man adventure 
game coming soon? 


(Ed. Yes, Mega Man X was an 
excellent game and Mega Man’s 
archvillain Sigma does promise to 
return soon at the end of the game, 
but he didn’t tell us when. What we 
do know is there will be a Mega Man 
game by Capcom for the Sega 
Genesis system!) 
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BULLET-PROOF SOFTWARE'S MULTI-TAP; THE SUPER 
GAME BOY; NINTENDO'S PROJECT REALITY 


ANOTHER MULTI-TAP: 

Hudson Soft is not the only com¬ 
pany with a multi-player adapter for 
the Super Nintendo; Bullet-Proof 
Software also has a multi-tap periph¬ 
eral called the Super Link! 

This peripheral allows you to hook 
up a total of five players. The design 
is much smaller than the Hudson 
counterpart (it is a little bigger than 
the size of a cassette tape), and it 
retains the two- or four-player 
switch. Instead of having the recepti- 
cal slots on the front, the Super Link 
has four of them on the top. The 
cord is also a little longer than the 
Hudson peripheral. 



The New Super Link has a different 
design than the Hudson peripheral. 


The ranks of multi-player games 
seem to be growing; Super Bomber- 
Man (which initially you could buy 
only with the Hudson Multi-Tap 
included), NBA Jam, and Secret of 
Mana are a few of the multi-player 
games available now. With Fire 
Striker, The Peace Keepers, and 
Barkley: Shut-Up & Jam! (among 
many others) are due for release in 
the upcoming months. 


THE SUPER GAME BOY: 

Have you ever played a killer 
Game Boy game and wished you 
could play it on a bigger platform? 
Well, Nintendo is going to grant your 
wish with the Super Game Boy due 
out at the beginning of June for the 
price of $59.99. You can play Game 
Boy carts just like Super NES 
games right on your 
television. 



The Super Game Boy lets you play Game 
Boy games on your Super NES! 


The Super Game Boy peripheral 
looks like a Super NES cartridge, 
except there is a slot on top where 
the Game Boy games fit. The Super 
Game Boy also enhances Game 
Boy carts by actually giving them 
color! Future Game Boy releases 
will be compatible with up to 256 col¬ 
ors (Game Boy releases normally 
have only four shades of gray, but 
the Super Game Boy peripheral will 
allow you to assign color values to 
these shades). 

Future Game Boy releases will 
also be encoded with full stereo 
sound—just like your 16-Bit Super 
NES games! 


PROJECT REALITY: 

At the Winter CES, Nintendo 
showed a sample of what Silicon 
Graphics looked like. Nintendo will 
use the same technology with their 
Project Reality system, which should 
be in home systems next year. Tie 
arcade format of Project Reality is 
due in the arcades later this year. 

At present, the system is cartridge- 
only, but will have an expansion port 
to allow it to be connected to a 
future CD-ROM peripheral. The 
upcoming CD-ROM will also foe dif¬ 
ferent—it will try and rely less on 
pre-recorded video and more on cre¬ 
ating virtual worlds for the player. 

A CD-ROM isn’t the only optional 
interface you can plug into the sys¬ 
tem. There will be expansion ports 
that could possibly hook up to a SR 
or Dolby Surround system. 

Nintendo is trying to keep the price 
of the system low, as there is no 
need for a $1000 drive system or 
other things needed for use of the 
industrial SGI machines and the effi¬ 
cient chip configurations. 



The Nintendo Project Reality: Several 
titles are already in the works. 
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EflTEft VOUR JRITIftLS FOR 
RECORD KEEP IRC? 


NBA JAM 

By Acclaim 


Weasel: SAX, X. Scruff: 
ROD, X. Warren Moon: 

UW_, A. P. Funk: D!S, A. 
You can also have combi¬ 
nations of these charac¬ 
ters on the same or oppos¬ 
ing teams with the Multi- 
Tap, where each player 
enters a character code. 


game): At Tonight’s 
Match-up Screen, hold UP 
and press the B Button 
seven times. Still hold UP 
and hold down B and Y 
together until the tipoff. 


press one button 13 times, 
on the 13th time, hold that 
button down and keep 
rotating the pad until the 
tipoff. 


Remain “On Fire” with the 
Power-Up Fire Code! 

Juice Code 

{Faster players): Press 
any button 13 times and 
then hold buttons B and X 
together. Make sure to do 
this before the Tonight’s 
Match-up Screen fades 
out, and hold them until 
the tipoff. 


The Power-Up Intercept gives 
a wider range of interception. 

Power-Up Intercept 

(Wider range of ball inter¬ 
ception): Rotate the con¬ 
trol pad clockwise at the 
Tonight’s Match-up 
Screen. While doing this, 
press one of the buttons 
repeatedly until the tipoff. 

Shot Percentage 
(Shows percentage the 
ball has of going in the 
net): Press any button 
once at at the Tonight’s 
Match-up Screen, then 
press and hold DOWN on 
the control pad along with 
the A and B buttons until 
the tipoff. 


The Shot Percentage shows 
how close your baskets are. 


Hidden Players: 

Use these Codes to Play 
as Concealed Players! 
Here are the hidden 
characters you can play as 


Enter the Extra Ability 
codes at this screen. 


Extra Abilities : 
Perform Superhuman 
Feats with these Codes! 


Unlimited Turbo will leave 
your opponents in the dust! 


Power-Up Turbo Code 

(Unlimited Turbo): At the 
Tonight’s Match-up 
Screen, press any button 
five times, then hold down 
the Y, B, and A Buttons 
together until the tipoff. 

Power-Up Fire Code 
(“On Fire” for whole 


Jam from almost anywhere 
with the Power-Up Dunk code. 

Power-Up Dunks 

(Jam the ball from half 
court): Rotate the control 
pad counter-clockwise at 
the Tonight’s Match-up 
Screen. At the same time, 


Make sure to enter YES for 
hidden characters here! 

in NBA Jam: At the Record 
Keeping Screen, select 
YES. Then enter the fol¬ 
lowing initials, but on the 
last initial simply put the 
cursor on it—do not select 
it. Then press the LEFT 
and RIGHT Buttons 
together with START and 
the following buttons listed 
for each character: 

Bill Clinton: ARK, X. 

Al Gore: NET, A. Mark 
Turmell: MJT, A. Rivett: 
RJR, X. Divita: SAL, X. 

Air Dog: AIR, X. Chow 
Chow: CAR, X. Kabuki: 
QB_ (empty space), X. 


Play as the mysterious P. 
Funk and jam it home! 















































Hadoken Fireball 
For Mega Man to have 
the ability to do a Fireball, 
do the following. First get 
all special weapons, Sub 
Tanks, and combat 


MEGA MAN X 

By Capcom 

enhancements. Go back to ber. After that, exit the 
Armored Armadillo’s stage 
and go through it five 
times, collecting the Ener¬ 
gy Icon on the cliff before 
entering the Boss’ cham- 




stage and go through it 
again. On the fifth time, 
there will be a Power 
Chamber giving you the 
Fireball. You perform it by 


pushing DOWN, DOWN 
FORWARD, FORWARD in 
one motion then press 
FIRE. You can only do it if 
your Life Meter is full, but 
kill Bosses with one hit! 
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Get the Energy Pod at the end 
of Armored Armadillo’s Stage. 


On the fifth time, Dr. Light will 
appear dressed like Ryu. 


Mega Man has the powerful 
Fireball. What technique! 


Kill fearsome Bosses with 
one simple “Hadoken!” 



AERO THE ACRO • BAT 

By Sunsoft 




Stage Select: 

To skip the levels in the 
game, do the following: At 
the Start/Option Screen, 


press the following: 
DOWN, A, DOWN, Y, 
DOWN, A, DOWN, Y, and 
you should hear a jingle. 




Start the game and pause 
when Aero appears, and 
do the following: UP, X, 
DOWN, B, LEFT, Y, 


m k fs. m rtu » M it ■ Wfs 


RIGHT, A. You should 
hear another jingle. Pause 
the game, hit select, and 
you will skip that level. 


Enter the first part of the code 
at this Title/Option Screen. 


Start the game, pause it, and 
enter the second code. 


WLi* m * * 


r~ r> *** A 
r i/T ^r> a 
n /-rt i A f*i 



Go to the last level and take 
on the evil Edgar Ektor. 


See if you can defeat the 
last Boss. Good luck! 


THE NINJA WARRIORS 

By Taito 


Sound Test: 

To listen to any of the 
great music tracks in the 
game, do the following: 
At the screen where you 
select difficulty, put the 


nW» aa\«vu«cL>kS 


huSH STi*£iT 

Ml .RtJ 

®T/UT© 

E> V i ii i- J f tfc 

L bv t i C i i I t r t D + j 


At this screen press 
L & R then START. 


* 


cursor on NORMAL or 
HARD and press the L & 
R Buttons together and 
hit START. Y starts the 
music and B stops it. Jam 
to these tunes! 



Now you can play any of 
the music tracks. 


By Enix 


Credit Screen: 

To see a short, cute 
credit sequence, enter 
the following password at 
the respective screen: 

MTkM-SkTk-HNSH 


eki 



M T k M f 

TTi 

* k HNSH 

w f n 

F 

(-1 O/TITC 

j e%c r 


M p 

L*. ^ ^ 
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T 


v y y 

4 
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Enter the letters at the 
Password Screen. 


’ 4/ 



The curtain will rise and 
you will see the designers 
of the game, as an 
enemy walks by and 
paints “Team Act 2” on 
the wall above. 



Check out the people who 
designed the game! 
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By Jaieco 


More Fighters: 

To play as all fighters at 
the start of the game, do 
the following: Hold down 
LEFT, RIGHT & A and turn 
the power on. Then go to 


the SELECT PLAYER 
Screen and you should be 
able to select from six 
players. 

Same Fighter: 
Before selecting charac¬ 


ters, hold down the LEFT 
& RIGHT buttons and hold 
down on the control pad. 

Combine the Two: 
For the ultimate combina¬ 
tion, do the More Fighters 


code first, then do the 
Same Fighter code. Now 
you can select from all six 
fighters and play as them 
both simultaneously! Blow 
through the game! 


THF PFACF KEEPERS 

TM AND (S 1JALECO 
i ICENSED RV NI MlENOO 




For More Fighters, enter the 
code when you turn on. 


At the Title Screen go to 
the Player Select. 


Combine the two codes and 
you can have a powerhouse! 


Start with two Nortons and 
blow through the game. 



By Jaieco 

the top R button and push 


Flynn’s Attack: 

To do Flynn’s Special 
Super Attack do the follow¬ 
ing: When he has a very 


minute amount of life in his 
meter, do the following 
motion on the controller: 
(When facing right) Hold 


DOWN, DOWN RIGHT, 
and RIGHT and press the 
Y button. Flynn will then 


turn into a super destroyer 
who does massive dam¬ 
age to enemies. It even 
works in the Versus Mode! 




There is a secret behind 
this scene in the game! 


When the Life Meter is at a 
certain level, do the trick. 


Flynn will now do massive 
damage—temporarily! 


Even with the Two-player 
Code, both can do it! 



MLBPA 


Codes Galore: 
Enter the following 
codes at the Restore 
Season Screen: 

PWRP (adds 40 mph to 
pitchers’ top end speed); 


RESTORE SEASON 

B C t) r G M *J K I. MNP© n 
ST M 14 X V 7 I) c d F ” h J 
I.: I Mnr^^r^T 1 < j u >r * ■ y 

u n n n h m . , . 


B-Solnet fi-Erorr STRRT^n^i 1 


Enter the password at the 
Restore Season Screen. 


By EA 

PWRHT (power hitting that 
maxes out everyone’s 
power on every swing); 
RBBR (rubber field, ball 
will bounce to great 
heights); ZZNG (turbo 


Pubbor F i r I d 

.GfiflE SS£CT 

Onr G(]h if? 

PI q'int f 
Thr> nrr i o*? 

Full Sba*ron 
Rn*it orn Srn^on 

;>T RRT to rnnt umo 


The upper left-hand corner 
tells you if the code worked. 


Sports 

throwing, doubles throwing 
speed of player); XXXX 
(Simulation Mode that 
makes the computer 
tougher); BRRR (ice field, 
ball rolls on the field until 



Get home runs frequently with 
the Power Hitting Code. 


someone stops it); NNTH 
(Sends user into top of 9th 
inning with the home team 
down 4 to 0); VRRRM 
(hyper speed, doubles the 
running speed of players). 



Ground Rule Doubles galore 
with the Rubber Field Code! 
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Check out Ryo’s Fury Attack 
at the last moment. 


Jack does a super jump and 
lands on his opponent. 


Mr. Big does his impression 
of Superman with his move. 


Lee jumps up high in the air 
and slashes his enemy! 


38 Lives to Finish Game: 

This password will put 
you at the last stage of the 
game with 38 and on the 


By Enix 

Hard skill difficulty setting, running, will take some 
However, some of the excellent fighting skills to 
Bosses have several life defeat. At the Title Screen, 
meters and with the clock go to the Password selec¬ 


tion and enter the following 
password: 

MFMJ TVSY FVPX 

Good luck! 


Enter the password at the 
respective screen. 


Go to the final confrontation 
against Tanzra! 


Battle the tougher incarnation 
of Jealousy and its flame! 


See if you can defeat Tanzra 
even with 38 lives! 


TMNT: TOURNAMENT 

By Konaml 


Bosses in Tournament 
Game Genie Code: 

Now you can play as the 
two final Boss characters 
in the Tournament Mode 
and finish the game! To do 


so, enter the following 
Game Genie codes. 

Play as Karai: 
D8CA-14A5 and select 
Raphael at the Fighter 
Select Screen. 


Play as Rat King: 
DCCA-1405 and select 
Leonardo at the Fighter 
Select Screen. Learn 
these characters’ Special 
Attacks and Ultimate 


Moves when the green bar 
is flashing. Karai has an 
ending, but Rat King’s is a 
“little" giitchy! 

Ian Faleer 
Mt. Ptesant, MI 


ART OR FIGHTING 

By Takara 


Ultimate Counter Attack: 

If your Life Meter is very 
low and you have a full 
Raz Meter, do these 
moves: Todo, Ryo, and 
Robert: BACK, DOWN 


BACK, DOWN, DOWN 
FORWARD, FORWARD + 
R + X. Jack: Same as 
Todo, Ryo, and Robert 
except press R only at 
end. Lee: FORWARD, 


BACK, DOWN BACK, 
FORWARD + X. King: 
DOWN, DOWN BACK, 
BACK, FORWARD + R 
+Y. Mickey: FORWARD, 
DOWN, DOWN FOR- 


Karia’s Ultimate Finishing Master Rat King's moves 
Move destroys opponents! and his “Rat Bomber!” 

( y V 1 55 

r ’ — a iK i / u ^ j/r JL 


Learn the devastating moves 
of the last Boss Karai! 


Rat King’s devastating aura 
is his Ultimate Move! 


/ 
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WARD, FORWARD +R + 
Y. John: DOWN BACK, 
FORWARD + R. Mr. Big: 
FORWARD, BACK, 
DOWN BACK, DOWN, 
DOWN FORWARD + X. 
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Cheat Code: 

To perform several 
codes, start the game and 
pause it. Then press the 
following: B, R, A, 
SELECT, SELECT, Y, A, 


THE LAWNMOWER MAN 

By THQ 

B, Y, A, B. Then you can Now you can play any 


enter the following codes: 

Stage Select: 

Press START anytime dur¬ 
ing play and press A, L, L, 
and press START again. 


stage. 

Infinite Lives: 
Pause the game and press 
R, A, SELECT, Y, then 
unpause the game. Your 


Life Meter will not 
decrease. 

Stage Skip: 

Pause the game and press 
A, then unpause. Do this 
on the Virtua levels only. 


Use the “Nigel Wayne Mode” 
to go to any stage. 


With infinite lives, you can 
go on until you finish! 


Go right to the later Virtua 
levels and shoot it out! 


Remember to only use the 
Stage Skip on Virtua levels. 


Fight First Game’s Boss. 

Take a blast into the 
past with this password 
that allows the warrior in 


By Enix 

ActRaiser 2 to fight the enter the following pass- 
Final Boss, Tanzra, as he word at the Password 
appeared in the first ver- Screen: 
sion of the game. To do so Xxxx Yyyy 


Then get ready to do battle 
with Tanzra with nine lives! 
Use your new flying ability 
on 



Go to the Title Screen and go 
to the Password option. 


Enter the following password 
at the screen. 


Fight Tanzra as he was in the 
first ActRaiser game! 


See if you can defeat the 
ultimate evil in his early form. 


Four Tricks: 

To do any and all of the 
following tricks, from free 
ammunition and weapons 
to seeing the entire level 
map, do the following: 


WOLPENSTEIN 3-D 

By Imagineer 

Turn the power on while the game: 
holding the R button on 
controller 2. Then start the 
game, pause it, and press 
the buttons in the listed 
order and then unpause 


Free Ammo, Weapons, 
and other Items: 

R button, UP, B, A 
invincibility: 

B, UP, B, A 


Entire Level Map: 

A, A, UP, B 

Exit Current Level: 
UP, B, R button, B 

Ejaz Shaikh 
Brooklyn, NY 


3RD- fRKLSU 


• « 


Get free weapons and other 
items with a simple code. 


With the Invincibility Code, 
they will not hurt you! 


Get a full map after just 
starting a level! 


Exit any level at any time 
with the Exit Level Code. 
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TURN TO THE ONLY SOURCE OF 
ELECTRONIC ENTERTAINMENT 

THAT CONTINUES THE COVERAGE 
WHERE THE OTHER MAGAZINES STOP 


Serious gamers need a serious magazine iike 
ELECTRONIC GAMES'. 

No one beats Electronic Games' coverage of 
every platform from portables to coin-ops. 
ELECTRONIC GAMES’ critics rely on years of 
playing experience and hands-on game design 
credentials to analyze the latest cartridges and 
disks and put them in the right perspective. 

ELECTRONIC GAMES has all the headlines, 
new releases, plus much, much more! Every 
issue is packed with inside stories and insights 
that take you to new realms of electronic gam¬ 
ing! It's the only place you'll find entertainment 
superstars and industry insiders sharing their 
unique viewpoints while delivering the news 
and reviews that tell it like it is! 


STATE OF THE ART REPORT: STIES • PARK PUKE: IUAS IT RAID OR RESCUE? • GUIDE TO DIGITAL COIKBAT 



THE MAGAZINE OF INTERACTIVE EKPERIENCES 


VOLUMI S ISBUI ‘ 

THE NEW LOOK OF 6AMING 


ARE REVOLUTIONARY GRAPHICS CHANGING GAMES FOR BETTER OR WORSE? 





SPECIAL SUPER NES STATE OF THE ART SECTION! 




THE MRCHZINE L - ^TERACTI VE EX PER I E 


WO IV/ 




Sw wiptfo7 


Only 


* 23 . 95/ 


S3 m 


Apr. I 




I WANT TO GET THE MOST OUT OF GAMING 
STAAT MY SUBSCAIPTION TO EO TODAY! 

Get 12 Full Color Issues of EG For Only $23.95! Send Payment 
To: EG, P.O. Box 1502, Lombard, IL 60148-9623 

Name_ 


Address 
City_ 


State ZIP 


_Payment Enclosed 

Credit Card Orders: 

_VISA _MC 

Card No._ 

Exp. Date_ 

Signature _ 


Bill Me 


For Foster Service, Coll: 


708 - 268-2498 

Make check or money order payable to Decker Publications, Inc. Canada and Mexico add 
S10.00. All others by air mail 380.00. Any/all checks or money orders must be payable in US. 
funds, and must be drawn on an American bank, [American Express money order, Citibank 
money order, or any other type of check or money order that would go through a U.S. branch 
bank,) All foreign orders must be prepaid. Please allow 6-8 weeks 
for your first issue. HSNE 
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NEW SOFT NEWS 

With the Summer CES approach¬ 
ing, more companies are getting 
ready to show off what they have 
been working on. One item sure to 
get plenty of attention is the recent 
merging of Nintendo of America, Inc. 
and WMS Industries to market 
Nintendo’s upcoming 64-Bit Project 
Reality system (see related article in 
this issue). The company is called 
Willliams/Nintendo, and, yes, WMS 
is the same company that makes 
great arcade games such as NBA 
Jam and Mortal Kombat. The new 
company will be headquartered in 
Chicago at the Williams facility. With 
Project Reality ready to hit the 
arcades this fall, WMS now has a 
license to distribute and create 
arcade games using the advantages 
of Nintendo’s 64-Bit technologies. 

The first demonstration of a game 
from the new merger will be at the 
Summer CES: Killer Instinct (a 3-D 
fighting game developed for 
Nintendo by Rare Ltd.) will be the 
first to utilize the 64-Bit Project 
Reality system, and hopefully set 
the standard for things to come. 

On the home game front, there are 
several new titles in development. 
Sunsoft will be giving us several 
more Looney Tune games, including 
a second installment of the Roadrun- 
ner saga, Looney Tunes Basketball, 
Sylvester & Tweety and everyone’s 
favorite ham, Porky Pig—not to men¬ 
tion a Looney Tunes Coloring Book. 
Another popular TV show, Tales 
From the Crypt, is also in develop¬ 
ment. Virgin is also busy developing 
more Disney games, and is planning 
on a version of the upcoming animat¬ 
ed feature, The Lion King. 

All news is not good, though: 
Konami will not be releasing its pop¬ 
ular shooters Parodius and Pop N 1 
Twinbee in the States. Those titles 
are still available in Japan, though. 


KA 


FATAL FURY SPECIAL 


CART SIZE THEME AVAILABLE 


32 MEG | FIGHTING [ 3RD QTR. *94 

The battle for the biggest fighting 
game has begun! Recently, fighting 
games have grown to huge sizes: 
the original Street Fighter clocked in 
at 16-Meg, and Turbo at 20-Meg, 
and Takara’s Fatal Fury 2 clocked in 
at 24-Meg! Now, Fatal Fury Special 
is making the jump from the 
NEOGEO arcade to the home, with 
32-Meg of brawling pleasure! 


This time you can play as a total of 
15 characters (even the Bosses 



from the first two Fatal Fury 


games—no codes needed here) 
with a guest appearance from a 
fighter from another NEO*GEO 
game (can you say “Zanretsu- 
Ken?”). Joining Andy and Terry Bog- 
ard, Mai Shiranui, Jubei Yamada, 

Big Bear, Kim Kaphwan, Cheng 
Shinzan and Joe Higashi is the 
aged, but powerful, fighter Tung Fu 
Roo; giddy dance master Duck King; 
fearsome master of disaster Geese 




Howard (huh? wasn’t he killed sev¬ 
eral times?); staff fighter Billy Kane; 
bullfighter Lawrence Blood; boxing 
master Axel Hawk, and the ultimate 
evil fighter from Fatal Fury 2, Wolf¬ 
gang Krauser. 

Graphically, Fatal Fury Special 
has more backgrounds (along with 
the added characters), and the 



battling in the foregrounds and back¬ 
grounds has been retained. The 
characters will also have their Super 
Secret Moves (last-ditch special 
moves that can only be done when a 
fighter’s Life Meter is very low) intact 
that can inflict massive damage on 
opponents! See if you can find them 
for the new characters! 
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CAPCOM 


SOCCER SHOOTOUT 

CART SIZE 

THEME 

AVAILABLE 

12 MEG 

SPORTS 

2ND QTR. '94 



INTERPLAY 


THE LORD OF THE RINGS 

8 MEG I ILPG^|2NDQTR/94 



Capcom has another game in the 
works for all you sports fans that 
truly enjoy soccer. Capcom's Soccer 
Shootout captures all the great 
actions and excitement of the sport 
in this powerful cart. 


You can chooseto compete on an 
outdoor soccer field, or pick up the 



pace a little by playing indoor. There 
is also a training mode where you 
can learn the art of dribbling the ball 
and the proper way to slide tackle. 
Go one-on-one against the goalie to 
see if you have the speed and the 
skill to score against him. 

Capcom’s Soccer Shootout has 



what it takes to make this one of the 
best soccer games to ever come 
out. 


You play as Blazkowicz, a one- 
man strike team who is the repub¬ 
lic’s top operative. Your next mission 
is to infiltrate the Master State. 



Staatmeister and his forces are 


determined to rule the world. Your 
first task is to find and eliminate 
Hans Grosse, Staatmeister’s most 
ruthless enforcer. He marshals the 
forces from a cattle outside Dres¬ 
den. You must wade through his 



crack forces to reach him. 

In your search for Hans Grosse, 
work your way through several lev¬ 
els of this castle, blowing away 
tough soldiers that take several hits 
to kill, and even attack vicious rats. 
There are different types of weapons 
from which to choose and food to 
help restore your health. 
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The Hobbit folk live in peace in the 
quiet town of Hobbiton, and Frodo 
Baggins lives unaware of the danger 
that surrounds the magic ring he will 
inherit from his uncle Bilbo. The time 
comes for Bilbo to leave the shire, 


but before he goes on his journey he 
leaves the ring with young Frodo. 



The ring must be taken to Riven- 
dale, and it is up to Frodo to deliver 
the ring to the Council of Eirond. 
This is a long journey that he must 
make with the help of his friend 
Sam. 

There are many dangers that lie 
ahead and oppose every move they 



make. It will take all the skill that 
young Frodo has to complete this 
dangerous journey. 
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SUNSOFT 


THE DEATH AHD LIFE OF SUPERMAN 


ART SIZE 


mm 

16 MEG 


THEME 


ACTION 



JUNE 


[16 


OMili 

SPEEDY GONZALES 

meg^actioI^Iaugust 




SunSoft takes Warner Brother’s 
favorite pig from television and 


brings him to your Super Nintendo. 
Porky Pig takes his first adventure 
through forests and secret passages 
filled with awesome colors and great 
animations of the enemies and the 
star himself. From time to time you 



will also see appearances of other 
popular Warner Brothers characters. 

Being a pig is not easy, and you 
must first learn some skills in order 
to survive Porky’s adventure. To 
defeat his enemies, Porky has to 
jump on top of them and land on 
their heads. Porky can also swing 



from branches to avoid some nasty 
encounters with the forces that 
oppose him. 


The action-packed comic book 
adventure of The Death and Life of 
Superman unfolds as you assume 
the roles of superboy, The Eradica- 



tor, The Man of Steel, The Cyborg, 
and finally the real Superman. Each 
character is equipped with unique 
powers and challenging attacks 
straight out of the comic book. As 
Cyborg Superman you can hold your 


enemies and drill them till they die. 



As the Man of Steel you can do 
many super powerful moves such as 
flying, holding, and throwing your 
enemies back against the wall. You 
can also use a large mallet to swing 
at the bad guys. Fans of the DC 
Comics will enjoy all of the exciting 
action, as you take on the roles of 
these diverse characters. 





The fastest mouse in the world is 
heading right to your Super NES. 
Speedy Gonzales races all over the 
land to save his friends who have 
been mousenapped by a group of 
evil cats—Los Gatos Banditos. 
Speedy zooms through loop-de¬ 
loops and rides on mine carts 


twisting down the track at high 
speeds while maneuvering through 
corkscrew bridges. Speedy can also 
jump onto frogs and use them as 
ledges to cross the long gaps. To 
help keep up with Speedy’s fast 
pace, be sure to grab the sneakers 
that are found in the levels. 


DftTMMBf) 
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The fiesta can’t start until all the 
mice are free.There is no time to 
waste. Andale! 
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8 MEG | RPC | JULY 



The islands of Vladamasco were 
worlds away from humankind. It was 
a land of monsters and misfits ruled 
by three strong leaders for many 
centuries, until the greedy Von Hes- 
ler mounted an attack on the other 
island leaders. With dark magic and 
an army of zombies, Von Hesler 



took control of all three kingdoms. 
During the final battle Vampra’s 
daughter Camelia fled from the cas 
tie by moonlight to seek help from 
Dracuman’s son, Spike McFang. 
Spike McFang was training to be a 
warrior on an island far away when 
he heard about the news. 



Now it’s up to Spike McFang and 
you to find his missing parents and 
defeat Von Hesler. Good luck! 



Here’s your chance to make mil¬ 
lions as CEO of a major airline. Aer- 
obiz Supersonic has improved over 
the first game in every way. You can 


KOEI 


AEROBIZ SUPERSONIC 


SIZE 


THEME 


8 MEG STRATEGY AUGUST 


buy planes, advertise, and compete 
against three other airlines. 

Some of the new features include 
the ability to buy golf courses, 
amusement parks, and other items 
to make people fly on your lines. 


The world maps are bigger this time 



as well. There are over a hundred 
cities to visit! 

With more strategy and better 
graphics, this is the best business 
simulation around. 

Do you have what it takes to run a 
major corporation? Will you be able 
to control the airways? Aerobiz 
Supersonic will let you know! 





Santa Claus is coming to your 
town and to your Super NES. Unfor¬ 
tunately, Santa Claus has a big 
problem. It seems that all of his 
elves quit working for him because 
Santa wouldn’t give them a raise. 

The reason that Santa is not in the 
spirit of giving is because Mouse the 



Louse has been stealing the elves’ 
money. Now Santa must fix all the 
toys himself, while trying to win his 
elves back. 

To add to the problem, Santa has 
to avoid the herbal tea. If Santa gets 
a hold of it, he’ll change into an evil 
version of himself—Bad Claus. 



There are 24 levels in this game 
with some great animation of jolly 
old St. Nick. 
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SUNSOFT 


KEMCO 


TRADEWEST 


SCOOBY DOO 


DRAGONVIEW 


CART SIZE 


16 MEG ACTION 


AVAILABLE 


MARCH '95 


CART SIZ 



DOUBLE DRAGON V 



THEME 


24 MEG FIGHTING 


AVAILABLE 


AUGUST 



Hanna Barbara’s mystery-solving 
bunch from Saturday morning has 
received its own video game. Scoo- 
by Doo, along with his other friends, 
now faces a new challenge within 
the confines of an old hotel. It’s up to 
you and the rest of the gang to solve 
this animated mystery. 



During the game search through 
different rooms in the hotel looking 
for clues and other items to help 
bring the mystery to an end. Along 
with finding clues, you must keep an 
eye open for items which you can 
use somewhere in the hotel, like the 
shovel, book, and hacksaw. 



There is no time for a Scooby 
snack—a mystery must be solved! 


Dragonview is the latest RPG by 
Kemco for your Super NES. The 
story is very in-depth with a huge 
cast of characters to help you out 



from time to time, by giving you 
clues and items to help complete 
your journey. 

Dragonview has both a side¬ 
scrolling mode and a first-person 
perspective. Use the side-scrolling 
mode when you visit different towns 



and when you take on your ene¬ 
mies. The first-person perspective is 
used while walking around on your 
travels to other towns and villages. 

When playing the game you can 
enhance your experience by battling 
all sorts of wild creatures which you 
come across. 




Double Dragon V is the latest 
installment of the Double Dragon 
series by Tradewest. Entitled The 
Shadow Falls, this new game fea¬ 
tures 12 fighters, including Jimmy 
and Billy Lee from the first Double 
Dragon game. 

Many of the new characters were 



created especially for this game, 
while others are based on the char¬ 
acters of the popular animated 
series. 

You may select several different 
modes of play, including the Quest, 
Versus, Tournament, and Battle 
Modes. Each character has several 



special moves and a killer “Knock¬ 
out” blow to finish off their unworthy 
opponent. 
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TECMAGIK 


THE FINAL OPTION 


CART SIZE THEME AVAILABLE 


16 MEG | ACTION 1 3RD QTR. '94 



WORLD HEROES 2 


CART SIZE THEME A 


24 MEG FIGHTING JUNE 



Working in conjunction with 
TecMagik, Steven Seaga! offers his 
knowiedge of Aikido in this action- 
packed fighting game. You take con¬ 
trol of Steven as you punch, kick, 
and shoot your way through a vari¬ 
ety of levels. 

You’ll face foes who offer a real 



challenge. You can whip out your 
pistol and blast 'em or perform an 
arm-twistin’ Aikido maneuver to put 
the hurt on them. 

The Final Option uses rotoscoping 
techniques to make the movement 
very lifelike. Even the enemies are 
rendered in this fashion. 



If action games are your favorite 
genre, then The Final Option is your 
only option! 


Natsume takes on the Wild West 
with their behind-the-player shooter, 
Wild Guns. This one- or two-player 
game (the latter simultaneous) 



allows you to pick from two gun¬ 
slingers: there’s Annie (as in Annie 
Get Your Gun) and Clint (gee, I won¬ 
der who he is named after). The 
objective is to blast the baddies on 
the screen without you yourself get¬ 
ting pumped full o’ holes! 



The action is very fast and intense, 
with huge Boss characters that 
almost fill the entire screen. For 
those of you with a yearnin’ for more 
games set in the Wild West (like 
Sunset Riders), Wild Guns just 
might tame you. This one will keep 
you and a friend glued to the TV set 
for hours! 




They’re back, and this time there 
are more fighters and more options! 
World Heroes 2 is coming, hot on 
the heels of its predecessor. Now 
you can choose from 16 fighters, 
including the Boss characters! In 
addition to the original fighters, 
there’s Captain Kidd, a pirate right 



off the Seven Seas; Erik, a Norwe¬ 
gian Viking; J. Maximum, an Ameri¬ 
can football brawler; Mudman, a 
mysterious Spirit Warrior from New 
Guinea; Ryoko, a Judo fighter from 
Japan; and Shura, a Thai Boxer 
from Thailand! This home version 
retains all the outstanding features 



from the NEOGEO arcade version, 
including the tug-of-war life meter in 
the Death Match modes! 
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This is it, the game every Super 
Nintendo owner has been waiting for! 
Metroid finally gets the long awaited 16- 
Bit face lift it well deserves. Now you can 
fully experience the true power of 
Samus’s character with all of the awe¬ 
some weapons and power-ups. The 
immense levels, secret paths, and killer 
Bosses have made Metroid one of the 
best original games ever to grace the 8-Bit 
Nintendo system. 

In the original game Samus first battled 
the Metroids on the planet Zebes. It was 
on the planet Zebes where Samus foiled 
the plans of The Space Pirate Leader 
Mother Brain of using her creatures to 



VBP JP 


iPRUiepc* pkipec' 
P pS |l pC CS 

P ? 


attack galactic civilization. 

The story of Super Metroid continues 
where Metroid 2 (on Game Boy) left off— 
on the Metroid’s homeworld, SR388. 
Where Samus completely eradicated all of 
the aliens race except for one larva, which 


the station, Samus 
picked up a dis¬ 
tress signal. Ceres 
Station was being 
attacked. The lab was 



destroyed and the larva , 4 


Samus captured and personally delivered 
to the Galactic Research station at Ceres 
so scientists could study its energy-pro¬ 
ducing qualities. 

The scientists’ findings were astound¬ 
ing. They discovered that the powers of 
the Metroid might be harnessed for the 
good of .civilization. Satisfied that ail was 
well, Samus left fife station to seek a new 
bounty to hunt. But shortly after leaving 




abducted. 

Samus 
must 
return to 
the planet 
Zebes and put 
an end to this 
alien race. NIN¬ 
TENDO; 24 MEG.; 
AVAIL: APRIL 







' / 


HELP WANTED: 

^ Samus is one bounty 
hunter that sure works 





hard. Below is a time line 


* that shows her battles 
with the Metroids from past 
\ to present. She is one car 
> woman who is very serious 





METFOD / NES, W87 


METHQJD / GB, m 



Here is a list of all the different icons you can find in the game. You will come across 
some of the weapons than once in the game like the Missiles, Super Missiles, Power 
Bomb, Energy Tank, and Reserve Tank. Try to find them all. You can also combine some 
of the weapons together for different attacks. 


JP _ 

1 

MISSILE TANK: 

* !H 

■ » 

m — ■ 

CHARGE BEAM: 


MORPHING 

1 r 

Increases , 

Enables Samus 

1 ^ \ 

BALL: Press 

,* . 

Samus missile 


to charge her 


down twice to 


payload by five. 


laser beam. 


roll up into a ball. 





1 

*9i 

SUPER MISSILE 
TANK: 

-r- ■ H 

Z V 

ICE BEAM: 

Freezes ene- 

r»i 

BOMB: While in 
a ball press the 


Increases super 
missile by five. 


mies for a short 

attack button to 


\ tT ~ 

period of time. 

V. 

set a bomb. 





aji 

m r » 

POWER BOMB: 
Destroys most 

1 -1 

fT 

* 

WAVE BEAM: 

A wave beam 

n#7i 

* . * 

SPRING BALL: 
Samus can 

— 

enemies and 


that can pene- 

— 

jump while 

to 

some walls. 


trate walls. 


rolled up. 






mi 

GRAPPLING 

/ r k 

SPAZER BEAM: 


Msmmz&k * 


BEAM: Samus 


Can fire three 


ATTACK: For 

ii 

can latch onto 

* . I 

laser bolts at a 

j 

throwing tackles 


special blocks. 

9 » ** 

m -i 

time. 

while spinning. 






X-RAY SCOPE: 

1 I 

PLASMA BEAM: 

S- » 

^ . 

HIGH JUMP 


For seeking out 


Can penetrate 

BOOTS: 


hidden pas- 


multiple ene- 

^ % 

Increases jump- 

r 

sageways. 

\ 

Mm. _ 

mies. 


ing height. 


ENERGY TANK; 
Increases ener- 


VAR1A SUIT: 
Reduces dam- 

> * y 

SPACE JUMP; 
Lets Samus 

gy capacity by 


age by 50 per- 

# * 

jump again 


99 points. 


cent. 


while spin jump. 






RESERVE TANK: 

■ v 

GRAVITY SUIT: 

^— 

SPEED BOOST- 


Emergency 

\ m * 

Reduces dam- 

< 

■t* 

ER; For doing 


energy tank, can 

1 i 

age to 25per- 

high speed 


use auto or man. 

1 

cent. 

4 1T " — 

dashes. 
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SMALL ENERGY BALL: By 
grabbing this icon you will 
gain back five points on your 
energy bar. 

LARGE ENERGY BALL: This 
lifesaver gives you a whop¬ 
ping twenty points back to 
Samus energy bar. 

MISSILES: By grabbing this 
icon you will gain back two 
missiles to your reserve mis¬ 
sile payload. 

SUPER MISSILES: The Super 
Missile Icon will give Samus 
one missile back to your 
reserve payload. 

POWER BOMB: The Power 
Bomb Icon will give you one 
Power Bomb back to your 
bomb reserve payload. 


Each door has its own unique way of opening 


Use one 
beam shot 
or you can 
use a 
bomb to 
open this 
door. 


You must 
use one 
Super 
Missile to 
get behind 
this Green 
Door. 


Conditional (depends 
on the items you 
have, and the ene¬ 
mies you took out.. 


Use five of 
your mis¬ 
siles or 
one super 
missile to 
open this 
one. 


A toughie. 
You must 
use one 
Power 
Bomb to 
open this 
baby. 


The maps are a very important part of the 

game. They show you your location and 

what part of the planet you're in. 

S =.A L Be sure to 
*!T. * — ■ — * J find the 

map 

‘ v rooms in 
5-5 each 
level. 

. They will 

• _ 4 ... - show you 

7 ..the entire 

i ^ «f level . 

aT*. a - Z V you re in. 


Roll into a ball and drop a bomb near a wall to 
see if the wall breaks so you can explore new 
locations. [ -= *" 


Use the grappling 
beam to swing 
across the top of 
an area. 


Use the ice beam 
to freeze an 
enemy. Then use 
them as blocks. 


To do the 
dash jump 
you first need 
the speed 
booster. 


Your next step 
is to press 
down on the 
controller 
while Samus 
is glowing. If 
done correct¬ 
ly, Samus’s 
suit will now 
start flashing. 


This is the grid map of the level you re in 
The red shows where you have been and 
blue shows where you must go. In the 
Grid Map Stage you can access Samus's 
inventory room 

This is an | ^ 
overall 
view of 
the planet 
Zebes. 

There are 
six differ¬ 
ent loca¬ 
tions 
Samus 
must go 
through. 


You next 
want to hold 
down the 
dash button 
and continue 
running until 
your suit 
starts to have 
a glowing 
effect. 




r~r^ Now press the 
^ ] k jump button 
t yfcJ andthedirec- 
™ i tion you want 

to go. 
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BRINSTAR: GOING IN 
When entering Brinstar, if you go to the 
left, you will find the Map Room. Access 
the map so you can see the entire level. 
Right below the Map Room is a save ioca 


tion, now you can freely explore this level. 





:} 


■*, 


ANOTHER ENERGY TANK: 






When Samus gets to this location, she will 
obtain another Energy Tank. You will need 
this extra tank when you go to Brinstar. There 
are 14 Energy Tanks hidden ail over the plan¬ 
et, be sure and find them all. 


an extra 
Missile 
Tank 
Holder. 


B 
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THE SURFACE OF ZEBES 

Samus first starts out on the outer surface of the planet Zebes. The 
first and only door you can go through is the one marked A (on the 
lower left part of the map). This door will take you to the start of 
Crateria. The Crateria Level starts at the top right part of page also 
marked A. Once you get the Hi-jump Boots and the Speed Booster, 
you will be able to get to the other doors on the surface. 

Go through the door marked B on the map. his area is initially 
blocked off by blocks. You can destroy the blocks by using the Pash 
Jump or you can use a Power Bomb. Once through the door you will 
be able to grab another Energy Tank and two Missile Tanks. 

Through the door marked C on the map, use the Dash Jump to get to 
this high location. Once through the door you must work your way 
past enemies and some rising lava that takes off a tremendous 
amount of energy if the lava touches you. When you get to the end of 
the level you will grab an extra Power BombTank Holder. 

The next door is marked D on the map. Use the Dash to run through 
the blocks right before the door. This door will take you to the loca¬ 
tion of the wrecked ship. You can only go through this level if you 
have the Grappling Beam. 





A WORD ABOUT THE “DOOR:” 
You cannot go through the door on the 
right until the very end of the game. 
This door is used as an emergency 
escape exit. Use it after you defeat the 
Mother Brain. You only have three min¬ 
utes to get off the planet before the 
entire place blows up. The door is then 
a direct path to get up to the surface of 
the planet and back to your ship, so you 

can be off like a dirty shirt. 




































In this location, you get the Morphing 
Ball and will fight a Mid-Boss! 


This is the only 
save point in 
Crateria. 


ACCESS 


MAP: PUSH 
THE START BUTTON 
The red on the map shows 
where you have been and 
the blue shows where you 

must go. 


This is the Map 
Room of the level 
Crateria. Try and 
find each Map Room 
in every level. 


After beating alf the 
Bosses return here. 


To get the Super Missile Tank Holder, you need a 
Power Bomb to open the door. The other weapons 
you need are the Speed Booster, Ice Beam, and the 
Grappling Beam. You first want to freeze the enemies 
to get some running distance. Next, do your Dash 
Jump right above the hole in the ceiling, so you can 
reach the top. When you get to there, grab the Super 
Missile Tank. To get out, go to the left and use your 
Grappling Beam to latch onto the ceiling and swing 

across to the other side. 


The Electronic Eye will shine a search light 
on you as part of its security system. Now 
the aliens are aware of your presence in 
their complex. Get ready to fight! 


Stand on the 
elevator and 
press DOWN. 


Use your 
bombs to 
get the 
Missiles. 


Take the elevator down 
to Brinstar where youil 
get the Morphing Ball 
and two Missile Tanks. 
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Destroy 


weapons. 


mies on 
the 
screen 


THE ENDLESS MAZE OF BRINSTAR: 

Here is a complete look at the Brinstar Level. Brinstar is the 
second stage you are able to reach from the opening level of 
Crateria. Brinstar is one of the largest levels in the game and 
should not be taken lightly. Be sure to find the X-ray scope 
and the super missiles hidden in this level of confusion. Once 
you beat the Boss Kraid, in this level, you will obtain the Varia 
Suit which allows you to enter some parts of Norfair that have 
a great deal of heat coming from them. Leave no stone 
unturned before leaving. 


A stat¬ 
ues will 
give 
you a 
helping 
hand 
getting 
past 
some 
spikes. 

Use 
your 
Grapp¬ 
ling 
Beam to 
get 
around 
this 
part. 


1 


The Wrecked Ship is the smallest level in the 
game. Unlike the other levels, the Wrecked Ship 
starts you off fighting the end Boss right away. 
From that point the power will be turned on so 
you can save your game and use the Data Map. 
The key icon to find in the ship is the Gravity 
Suit. 


THE LONG FORGOTTEN WRECKED SHIP: 


When fighting the Phantom you have to 

r closely monitor 

whether or not you 
1 register any hits 
^ ^ on him, because 

j he sometimes 
» flies around the 
' screen in a trans¬ 
parent form that is 


ra hi 

lZJ Mi 






_ 


_ 


in your 
way. 


Use 
your 
Dash 
Move to 
run past 


WARNING: 
This is a 


one way 
door. 


there is no 


TRE 


PHANTOM: 




ent Safe 
points 
located 
in this 
huge 
level. 
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lYlflfiJDJfl THE WATER LEUEJ_: 


Mf\R m in 



Maridia has to be the most confusing level in the game—you never know if you 
can or cannot fall through the sand. Be sure to check every place twice. The only 
way Samus can move through the massive amounts of water here is with the 
Gravity Suit." Without the suit you move very slowly and your jumps are limited. 
Maridia also has quick sand that slows you down even if you have the suit 
equipped. Maridia has the Space Jump. Spring Ball, and the Plasma Beam just 
waiting for you to grab and add to your powers. Take note, the X-ray score may 
not always be reliable in Maridia. Be extra careful here. 


THE BOSS DQRJGQIX: 

Dorigon will swoop down and grab you 
for some serious damage. Shoot the 

white enemies that 
try to stow you 
down. When given 
the chance hit 
Dorigon in the belly 
with your missile to 
kill him. 




*!> 





One 
wrong 
move 
and the L 
enemy 
will pull 
you 
under. 



rrrrrr 

EKWf 1 


03i oo so 




I I 


08 



The 


of the 
sand 
will pull 
you all 
the way 
to the 
bottom. 



Above 

the 

sand 

and 

water 

you can 

move 

more 

freely. 

Use 

your 

Power 

Bomb 

and 

Super 

Missile 

to break 

tubes. 



THE HEAT OF GORFAJR: 

Norfair is the second to the last level in the game and is also the largest. For most 
of the level you need to have the Varia Suit to withstand the tremendous amount 
of heat. If you don't have the suit your Life Meter will go down. The items to look 
out for are the Grappling Beam, Ice Beam, Speed Booster, Wave Beam, and the 
Screw Attack. Some of these items can be used in other locations besides Norfair. 
Once you get a new weapon, you might want to leave Norfair and experiment with 
the weapon to see where else on the planet it might be of some use. 


THE BOSS 

Ridiey is back from the 
first Metroid game, and 
he is out for some 
revenge. 

Be sure 
and stay 
clear of 
his tail. 



077 03 
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Freeze 

In a huge 

your ene¬ 

level like 

mies 

Norfair 

here to 

make 

giain 

sure to 

some 

use your 

time to 

map 

get the 

often so 

hidden 

you don't 

items. 

get lost. 

Without 

Use Ball 

the Varia 

Bombs 

Suit. 

. to find 

Samus 

some of 

will not 

the many 

be able 

hidden 

to jour¬ 

pas¬ 

ney far in 

sages in 

the hot 

this 

spots. 

level. 


IEICKi 
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O 1 
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Hi 
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If 


_ i. 


* 


Super NES Buyer's Guide ,■ 27 


/ 





















* • 


ASCIIWARE 







ELECTRONIC ARTS 



ARTS 






Mai! of America Lincoln Town 
Minneapolis, MN Chicago, IL 


Bellevue or Southcenter 
Seattle, WA N 


Wonder Con 
Convention Center 
Oakland, CA \ / 


Eastridge 
San Jose, CA 


allco Fashion Center 
' upertino, CA ~ 


Del Amo Fashion 
Los Angeles, CA 


Glendale Galleria or 
Santa Monica Place 
Los Angeles, CA 


Plaza Bonita • I 

San Diego, CA l I? 

San Diego Comicon / J f 

San Diego Convention Center Aurora 

San Diego, CA Denvei 


I cities, malls, and dates subject to change without notice. 




































































































enter 


Chicago Com icon 
Rosemont Convention Center 
Chicago, IL 

V Tri-County 

L Cincinnati, OH U 


Smith Haven 
Long Island, NY 


Heroes Con 
Holiday Inn Center City 
Charlotte, NC 


North lake 
Atlanta, GA 


Dragon Con 

Atlanta Hilton and Towers 
Atlanta, GA 


Town East Orlando Fashion Square 
Mesquite, TX Orlando, FL 





FROM 


The Software 
Toolworks 



GAMES 

































































-f 



I Data Ea$t throws fts haf info Jh^fighting ring with 
SS\ Fighter’^ History! Tnts ^0+ Meja game has nine 
fighters Jo pick from andJwo BoJs characters 
gv“ / you must faattie at the eqd! Go against a friend in 
Sj the Versus-Mode, against the coiriputeLor try the 
Ml Survival Mode, where ydu can pick team^raod go 
S against a friend or the computer. Ail thisVid two 
W speed settings! On the following pag^s, you’ll fffW 
y all the moves and where to hiHfle characters so it 
./ hurts them most—their weak spots, jftju’ll also find 
the Bosses and how to do th^ir moves* 7Cfih<5Uflh you 
)nnot directly play as Karriov and Clowq 3 lhehe'Wili be 
Hl . several codes for this game, and «n v e wift&llow 
you to play as the two characters, ^sqstay tyned 
SHwSL t0 Super NES Buyer’s Guide for morelifok. 

DATA EAST, 20 MEG; AVAILABLE: JUL& 

# " . . Tfe i ^*^1 


II O FIGHTER'S HISTORY: Fight 

gainst Data East for copyright infringement 


lirSeptember, 1993, Capcom filed a lawsi 
for Northern District of California. LasMn 
Below are excerpts of that decision. I$£j* 
the n%(ltitudes of fighting games out \hef 


t Fighter II, at the Federal District Court 
to keep Fighter’s History off the market, * 
a East’s dame being singled out from 


s History too much like Street Fighter II? 


ngeErfKWfnRJffrKCapcan \ 

“Capcom cannot withdraw fhm ttfyjublic domain ideas and 
standardized expression... t&do $o would be commetjsuratS 
to awarding Capcom a mopqmiy euerj range of characters 
and moves that It did not create. It would alsQ allow Capcom to 
lay propriety claim ts afl reahtjdbasad fight games featuring 
human characters-* ' 1 y 

Copyright lai/vAffords no such protection.” % 


{ FIGHTER'S HISTORY by Data East 

“Data BasVhas not captured imFighter’s History the ‘total con - 
cept and feel ’ of the protectable expression ini Street Fighter II. 
Rather ; the similarities that result between the two games stem 
from Data East’s emulation of the unprotectable, commonplace 
features of Street Fighter II, such as its stereotypical fight 
characters and its reliance, on unorigipal fighting techniques 

derived from the martial arts.” 


OPTIONS: Configuration, 

* -Wl*. 


There are six basic attacks: Like most other fighting 

three.kicks and three punches games, two fighters ban end Bs| 
(weak, medium, and fierce). up knocking each other out 
Configure these to your liking (pictured right) for a Draw Bfl 
on the joypad, Shut the fight Match! You can ilso play ^ 
timer off,’and select the stage , against a friend as the same EBr 
for the Versus and Survival player (inset) for a 

Match Modes! 4 doppleganger match! F 

Massive Damage Can 


PND THE WENK SPOT: When 


Each fighter has a weak spot! 
When you hit your opponent’s 
weal&pot enough times, it will 
glow (circled on Rypko). If you 
..keep hitting that spot, an article of 
Stclothing wifj fall and your oppo 
/,' nent will become dizzy. This is 
% *^ur chance to go in for a throw 
olta big slam, like Ryoko does 
herb! Even the Bosses have them! 

* \ . . 
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to Sdper HES Conversions! 


FROM 100+ MEG. TO 16-BIT: Other REO 


aa sm 


The NEO*GEO Fighter's History Dynamite as ver 
the Super NES version. The latter versioirgf } 
missing two characters (Yung Mie, pic- 'pT 
tured left, and Zazie, not shown), and J& JL 
some of the more graphically com- ^ 
plex moves (like Mizoguchi’s ^ M 

Screaming Tiger Bazooka shortn jH 

right). Otherwise, Dynamite isfery 
close to the Super NES versiorti % 


ET THE FIGHTERS OF FIGHTER'S ffKFOfflfrftwn firoand the World! 

Here are the nine combatants in the game, each with his or her weak spot! 

All fighters have their own stage setting which can be selected for Versus and Survival matches! 

HYOKOs 

Can you master 
her incredibly 
powerful judo? 


A pro at martial 


■fMTIOK: 

A punk rock fight 
er with some 
serious soul.* ' 


SfiMCHfiY: 

His powerful Tee 
Kau Koon kick is 
feared by all. 


An enigmatic man 
simply searching 
for revdnge, 


An expert in street 
karate. Master his 
mighty Firebdllt 


A French gymnast 
skilled in agile 
and fast attacks! 


“I’ll conquer 
everyone With my 
Tiger Punch!” 


SORVIVRL MODE! Pick Your 


os and Slag It Oat fit 


I or the Computer! 

The Survival Mode allows 
you to use a variety of 
fighter^ as you must pick 
teams! Each match is only 
one rounctf The winning 
tighter stays and the loser 
AhangesHfou can even set 
both players to CPU and 
wafdh the computer fight 
itSelf to the finish! 

V f 
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mmEEG 


NEO-GEO E 
snk, 1992 r 


V* Sapor VIES 
— SunSoft, 1993 


NEOGEO 
SflK # 1992 
102 MEG 


Sapor VIES 
Tafcara, 1993 
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He giggles, dances, 
and may make you 
laugh, but Clojivh is 


has a projectile arid i 
many other attacks ^j 
that will constantly * 
keep you on guard! 
Clown’s Weak Spdtjs his 


mask—hit it enougH times and y 
it wilt fall off, revealing an old 
ciown wearing makeup! Don’t 

lose to this qu\ 


+PUNCH 


of (HI Bos**, 

WEfiK SPOT: 


— Karnov is small in 
size, but very quick 
and has several 1 
m special attacks. 

I Beware of trying 
| aerial attacks—his 
Balloon Attack will 
protect him. Even if you 
try to counter his 
k Fireball with one of 1 
W your own, chances \ 
w are his will still hit \ 


* ffllf PUNCH 


you, due to its “bouncing” effect 


+ FIERCE PCfffCff 


ffliUKi + fur MUCH 

32 ^ pauper NES Buyer’s Guide £ 

































































































lot Angeles, lLS.fi. 


Off r-sffiff t 


A tough street IQK 
brawler, Ray pppi 
fights with his Big H 
Tornado fireball ®r* 
projectile and 
other quick \ A} 
attacks. His Wheel WShn 
Kick can also be 
used as a deter* 
rent against opponents 
' using aeffeil attacks. He , 
has no charge moves, A 
so he is abielo do ail 1 
special techniqljfes in a ' 
pinch when he needs to. . 

Ray is probacy the s 
most balanced fight; V ^ 
er in the oaiine. * 


IP - 3373U 


1 + fURCf POUCH 


Opera Star from China 


■ Zan is ag excel¬ 
lent,attack as it 
is difficult to \ 
guard against. » 
The Double \$ * 
swan? unch is effective, 
but the charg^time is a draw¬ 
back, plus you have- to be 
) very close tp your exponent 

L for it to do the most dam- 

■ ■ a ■ ■ oJw ■ 


age. Her Grab and Slam 
very effective if jf is 
i immediately followed 
^ with a Midair 
m To-Ro-Zan. ,V ' 


■ ”uncn 


nroKo 




WE0KSPOT! 

COLORED 


Despite her size 
and attire, Ryoko 
ktt is, in effect, a 

P wrestler. Her 

’ Super Mountain 
) Storm is a spin* 

ning pile driver 

_I that takes your 

Sr opponent off the screen! 

► She lacks a projectile, but 
her Somqrsault Grab can 
score multiple hits if not 
blocked. Her Fierce Sweeps 

S ' } work well against 
>onent$ with weak spots 
the legs. A very good 
fighter, with slow yet 

V v potent, moves. 

N 
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+ P<fffCff 


jimp with wewr +porch 
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SUflGLflSSES G 


rocker with an 
attitude, Matlok’s 
special moves all 
rely on charging 
techniques. His* 
Overhead Kick 
smacks oppo¬ 
nents in the back 
of the head—making blocking 
the attack a worthless gesture. 
Since his weak spot is his head, 
Matlok has to be eipecially 
wary of opponents teng jump 
1 kicks and other aerial attacks. 
His Road Hurricanewij^trike a 
Dizzy opponent several tubes if 
used right. 4224 




3333 ? 


SfiMCHGY 


" Ti-Thin as a rail, 

AsamchayDigs 
, some Olthe most 

V devastating j^HP 
move$ of all the 
fighters in the 
, game. His Pop So 
Kau special move 

-is incredibly easy to do and (JH 
inflicts multiple hits. He also * 
has two in-close attacks, one 
With a Fierce Punch, the other 
with a Fierce Kick. His weak spot 1 
is also difficult to hit as it is located * 
around his chest. When fighting 
Sbmchay, finish him off qp quickly as 
possible. A fighter who may be too 

„ powerful. 4 


+PUNCH 


WEfiK SPOT: 


If f lf Jip^ TTT 


Simply called “a i I m 
man looking for 
revenge,’’ Lee has 
no projectiles, but 
his Silk Worm 
Kick is an excel- 

lent defense ^ 

against aerial 
attackers.His * 

Piercing Dagger Punch is 
also a good attack if you 
catch your opponent off . 

. ^guard. His Grab and 1 

Shove launches his \ ^ | 

.enemies dazed into ~ 

the opposite corner ^P^ , W 

agrjpss the entire r * . 

figming game screen. A talented jfigh 













































































































































































































Brawler from Japan 


Avalanche Punch,^can hit an 
opponent three t£nes jf not 
blocked and does 1 waaklea^ 
of damages His majorJ^w 
back is his weak spot locate 
on his head- Mizoguthi is ve 


excellent fighte 


nast from prance 


JHJ few Special > 
Mo\ffis, but his 

w' mm Need ' e shower is 
f jmm good for oppo- 
nents with weak 
f Spbts Ideated on the upper 
1 halves of theij^bodies. Overall, 
i his weak spoils difficult to hit, 
but he is vefy^susceppble to 
aerial attacks. His LegGrab 
and Throw chucksTiis enemies 
a good distance awa/ giving 
him time to set up his next 


attack. His Ground Slide is a | 
good attapk as well., , % 

_ ^ a — — — — ii — 


MfiRSTQRIQS WEfiK SPOT: 

Pro WrosBor from Hoi 


BOOTS 

Although he is 

Italian, 

Marstorius’ 


a devastating 
move. Hisrpoves 
are a mix of 


•ffPCVfVCPf 


pad motions, but he 
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KAMAITACttl: K^NOiCHt 



iV Height: 
w ^ I 6'07” 

U/eight: 

. , ) 220 Lbs. 

i. _ \ "* Weapons: 

w A" \j Chain-Arm 

J . Carving Blades 
Named after a mythical creature that 
uses knives for slashing, this android 
moves faster when crouching. 

Forearm Stash: 

After hitting enemies # § | 

four times consecu- ^ £ 

tively, Kamaitachi will 4- 

do a Tornado Finish if * i 

standing, or a Long " 

Slash if crouching. £ —- ^ 


1540 Lbs. 

-r* Weapons: 

j Nunchukas 

Brass Knuckles 

Ninja is the most powerful of the 
three androids, but lacks mobility and 
speed. He uses a Jet Pack to jump. 

Brass Knuckle Finish: 

After hitting enemies iff 

two times consecu- L 

tively, Ninja will do a - 
Nunchakus Finish if - & 
standing or a Side / 

Kick if crouching. 4 " - 


TAITO Presents a game 
" programmed bq Natsume 


,-ja 4# IP** e Mm ^~y 


J 11^^41 


J . - ! . ' - ! 


W hi d M^ki J hi d Cji 


f , ... , S Weight: 

V ^ " 143 Lbs. 

V Weapons: 
Katana 
Kuni Knives 

This woman ninja is very fast, but 
wounds easily. She carries two Kuni 
Knives and a sword on her back. 


After hitting enemies 
four times consecu¬ 
tively, she will draw 
her sword to finish. 

This is the same 
standing or crouching. 




Blaster Attack:* I Spin Attack: I Ninja Blast:* I Heavq Crush: I Guard and Flip: 



Blaster Attack 


Quick Cut:* 


Guard and Flip; 


Heat Clan/ 


Blaster Attack 


Intercept Roll 


Guard and Flip 


When you get to the motorcycle (1) 
pick it up and wait to throw it on the 
enemies entering from the left. Also 
get the Energy Pod in the Container 
2) at the end, but don’t collect it until 
after you’ve defeated the mutants 
that drop from above. 
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This attack can only be done when the Blaster Meter is full and the Weapon Icon is flashing. 

























The tyranny of Banglar has turned a once 
wealthy nation into a ruined wasteland of 
brainwashed people. The only people brave 
enough to stand up to this monster are 
members of an underground movement led 
by a courageous leader named Mulk. 

Muik created three androids to assassinate 
Banglar, and was preparing to test them. 
However, most of Mulk’s forces were 
destroyed in a Banglar offensive, and he 
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The classic arcade game has been modified and 
updated for the Super NES! Gone is the two- 
player simultaneous option, but added is one 
android! These fig!iters are completely different 
from the arcade (and subsequent Mega-CD) 
version, and are loaded with several lethal 
moves (some are listed below). Each fighter 
has his/her own moves, all having the last-ditch 



Smart Bomb that can only be used when the 


Yellow Blaster Meter is full! TAITO; 8 LEVELS; 


had no choice but to send out his untested androids. 12 MEG.; AVAIL. NOW. 


YES: You con Block! 

Hold down the Y 
button as any Ninja 
and you can block 
most attacks (with 
a few exceptions)! 
You can even block 
while crouching or 
standing. 



ENERGY PODS: 



These will give more 
energy to your Energy 
Bar. Find them in the 
Containers. 


NO: The Clock Is Running! 

If you take too long 
in a level, the Timer 
runs out, and your 
Energy Meter will 
start to drop. When it 
runs dry, your 
android will fall back 
and explode! 



ITEMS AS WEAPONS: MOTORCYCLE: CONTAINER: 

Stand over these and press the 
Y Button to pick one up. Then 
press Y again to throw it. You can 
throw these many times! 





COMPUTER 


QAS TANKS 




HOLD MOVES: Ninja and Kunoichi Onlg 

L/R + B, Then Y Get close to I HOLD, press I HOLD, press UP I HOLD, LEFT or 
(with Ninja, hold UP & Y) enemif to HOLD: I DOWN then Y: I then Y: I RIGHT, then Y: 



Back Breaker 


Power Spin: 


Dashing Side Kick: 


Hold Enemif. 


Shoulder Throw 


Scorpion Stab: 


Hold Enemif 


Jumping Side Kick 


KAMAITACHI: More Special Moves 


Diving Slash 


1) SHOOTING SIDE KICK: 
Close to enemy, L/R & Y. 

2) QUICK KICK: 
Close to enemy, DOWN, Y 

3) TORNADO THROW: Close to 
enemy, Y & pull in opposite direction. 




















more 


you come 


ping (1). The best way to pass this part is 
to jump past the falling bombs and make 
it to the shadow (2). The bombs won’t 
touch you here, but if enemies approach, 
throw them to the left into the shelling! 


When you get to this point (3) and the 
missiles start falling. Guard and Flip to 
the entrance of the garage and do 
crouching slashes off-screen to the right 
(4). You cannot block the missiles. When 
you enter the garage, do the same as 
before and wait at the end of the truck (5) 
for it to explode and kill all your enemies. 






STAGE 4-2 




r\ 


STAGE 5: 

This stage takes you into the enemies’ 
main city building. Roughly halfway 
through the first section, you will face 
the first Boss (1) again. A new enemy will 
also appear: a squat robot that fires laser 
beams. Low blocks will stop the shots, 
and two throws will destroy it. 
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STAGE 5-1 


STAGE 3; 

This stage has two short stretches that are 
packed with enemies. It will also introduce the 
Fire Breathers. These creeps shoot flames 
(while standing or crouching) that cannot be 
blocked and can teleport anywhere at will. The 
best way to defeat them is to grab them and do 

as much damage as possible. 




STAGE 2: 

This first stretch really has no surprises. 
The only part to watch for are the two 
containers near the start that may hold 
Energy Pods. After this part, you will 
jump onto a little rail car with a robot (A). 
Defeat this enemy easily by throwing the 
two gas tanks from the car at it. 


i mt ■ m B>f . * 

14) i 


S ' - ■ F 


STAGE 2-2 

























BOSS: This Boss (a) is big, but 
incredibly slow. The way to 
defeat it is to guard and Flip 
behind it (b), then do a throw. 
When the Boss* goons show 
up, use them to your advan¬ 
tage by throwing them at the 
Boss, doing him harm. 


maimin’ 


You will also do battle with the chopper (3). This armed gunship will 
spray fire on the ground to the right, then go to the left and repeat the 
pattern. You can jump these gun bursts, but you can’t block them. 

BOSS: Don’t underestimate this guy. If you get too close, he will 
smack you (or block) with his walking stick (a)! Basically, he will stay 
on the top rail, jump down occasionally, and at times will make a laser 
beam fire from above! The beam will be a thin red line (b) followed by 
a huge blast! The moment the thin red line comes, move! 


ft , 

-f .r£J 

V“ ‘ 

t * 

- 
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E* #-*— 
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1 % 

j ^ & 
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~~ t. i 
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FINAL STAGE: 

This is it—the last stage of the game! 
This has the only non-linear section of 
the game where you initially can go 
either left (1) or right (2). However, the 
number of enemies is the same and both 
paths are roughly the same so it really 
doesn’t matter which way you go. 




Stage 8-3 is the most intense in the 
game, with only one Energy Pod (hidden 
in the container) to help you (4). When 
you get to the Computer (5), you are near 
the end with the first Boss showing up at 
the end. Stage 8-4 is very short—after 
defeating all the enemies, get the Energy 




, 4 3 • JV;'* 

- 1 j ♦ "v.',"1;' 
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STAGE 6 : 

This is a single stretch hallway leading to 
Banglar’s office. Enemies of all kinds will 
confront you here—from Fire Breathers 
to the squat laser launchers. At the end 
there is a door which you can corner 
your enemies against and finish them 
off. Banglar’s office is next. 


STAGE 5-2 




Move from the city to the snow-covered 
mountains and invade Banglar's hidden 
base. There is one last segment 
of shelling (1) and it is the most intense 
in the game. Unfortunately there is 
no safe spot in this one, so keep 
jumping at every chance. 






















































: 


- ... 


—— 


BOSS: Kamaitachi is the best choice to finish this stage because his 
speed almost equals that of this judo-master Boss. Teleportation (a), 
jump kicks, cheesy throws, and vertical fireballs (b) are the Boss' 
primary attacks. The latter attack has an early warning and can be 
avoided by standing between the blasts (blocking will not help here). 
You can drain a lot of the Boss' energy by cornering him and using 
low punches to keep knocking him down. If he teleports behind you, 
quickly turn around and keep slashing. 


Tint: : '--'O 


nnng 1 


BOSS(ES): Banglar will escape his office just as you enter and now 
you must fight the tag team from hell! These two are probably the 
toughest in the game, so it may take a couple of tries to beat em. 
Unlike previous Bosses, blocking is only partially effective because 
they can always grab you and shake you up for massive damage (a). 
Luckily, like the Boss in Stage 3, they like to slide, making it easy to 
grab them for a throw (b) if you block their dash. The best bet is to 
isolate one and throw him into the other, keeping your distance. 


T I HE: TO |Q 


After a short stretch, you will enter the first elevator (2), which will 
start moving horizontally. Try to save the Gas Tank for when things 
get too intense. The enemies will materialize in this part, so con¬ 
stantly be on guard. There is another elevator ride (3) after that one 
that moves vertically and leads up to the Boss. In this elevator, ene¬ 
mies will fall from above and materialize. Getting them all in a corner 
and using crouching jabs works best. After those enemies are gone, 
the Boss will cut the elevator cable, sending you through the floor! 


BOSS: This foe is one of the quickest in the 
game. He has both lightning fast low and high 
attacks: The former is a foot sweep (a), the lat¬ 
ter a move where he can grab you from across 


halfway through. If you 


computer you can use as 


map 


BOSS: All three fighters work well for defeating the Final Boss. You 
cannot battle Banglar head-on—you must throw enemies into his glass 
shield at the center of the screen. If you play as Kunoichi (b), stay in the 
middle area, using Shoulder Throws to crack the glass. As Ninja (c) use 
Power Spins and as Kamaitachi use Shooting Side Kicks—while stay¬ 
ing in either corner. These are also the only “safe” spaces, as vertical 
beams (a) will fire from the ceiling, causing you (and enemies) harm. 

Try to isolate an enemy for a throw—grabbing into a crowd is risky. 


'h i>wi-f-V 
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fif MODERATE | 


OPTIONS 


I This is still a very early 
version of the game and 
no options have been 
programmed into the 
game yet. A Sound and 
Music Test would be nice 
to have. 


CONTROLLER 


Pad: Move 


Mowgli 


Select: Pause 


Start: N/A 

Some time 
is needed 

A: Throw melon 

B: Jump 

to get use 
to the con¬ 

X: Special Weapon 

trols be¬ 

Y: Throw Banana 

cause of all 

R: N/A 

the different 

L: N/A 

moves. 



STORY 


Based on the Disney film, 
you play Mowgli, a man- 
cub raised in the jungle 
by a pack of wolves. 
About 10 summers have 
passed and the evil 
Shere Khan has returned 
to the jungle. Knowing 
that Shere Khan hates 
man, the wolf pack real¬ 
izes Mowgli is in danger 
and must be retuned to 
the man-village before 
Shere Khan finds him. 
























I, there ire several dii 
can drab to help him coi 


snt 


his lopg quest— 

Banana * 


add to 
tfbur 
life 
meter. 


^ M 

Mowgli 


Thtfe 

Re¬ 

m 

ceive 

hidden 

a|ree 

item ** 

guy. 

inside. 

v \ 

■w V 

Picie % 

Throw 

up\ ' 

Wit at 

big 

vour 

points:. 

me- 


JSfelon 


■■■ A MOVE: 

There are severaj different moves and 
techniques Mowglifyust use to survive 
the enemies the* oppose hmi. 

Climb 1 ! 

I RrfSvfe 

up the # ob- 
vine to ^ (lets 
I ^ this 
way. 


to 

the *** 

ground. 


ly Imitate 
Tarzan 
_ . by 
^ swing- 
in! 


Grab 




ham 
over¬ 
hand. 


LEVEL ONE: TRAINER LEVEL 

In the Trainer level Mowgli must learn to use the bare necessities in order to survive. The map 
below shows you just a small portion of what this level has in store for you. Mowgli has to learn 
the art of swinging from vines and how to use the hand-over-hand method. Along with learning 
all of the different skills, Mowgli must watch out for enemies that oppose him. Each level has 
many different items that are located throughout the entire level just waiting for Mowgli to find. 
Numbers one through nine on the map show you the locations of all icons in this map. 

Be sure to grab them all. 
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In this level 
Mowgli has to 
climb his way 
up a very large 
tree fighting off 
monkeys and 


all sorts of dif¬ 
ferent types of 
birds. Use the 
tree branches 
and vines to 
get to the top. 


The village has 
a lot of hidden 
icons. Here, 
Mowgli's jun¬ 
gle skills are 
really tested, 


with all the 
climbing and 
jumping. Be 
sure to hit the 
flag marker on 
this one! 



When Mowgli 
gets to the top 
of the tree, he 
must fight Kaa 
the snake. Kaa 
will attack you 


The Ruins 
Level is one 
huge maze that 
is sure to get 
Mowgli lost if 
he isn't careful. 


THE RUINS 


from several 
directions. 
Watch out for 
his spit. Try to 
stay far away 
from him. 


Baloo makes a 
guest appear¬ 
ance giving 
Mowgli a spe¬ 
cial weapon to 
use at will. 




There is no 
Boss here, but 
most of the 
level is the par¬ 
rot ride. Mowgli 
must jump on 


parrot and fly 
through the 
level shooting 
foes out of the 


This desolate 
land is an envi¬ 
ronmentalist’s 
nightmare. 
The destroyed 
trees and dying 


plant life make 
this part a 
challenge. 
Move slowly 
and watch 
your step. 




stay as far 
away as possi¬ 
ble, and throw 
bananas. Use 
your special 
weapon. 


At the end of 
the stage 
Mowgli must 
face King 
Louie. When 
fighting him 


At last Mowgli 
must face 
Shere Khan— 
the most 
feared animal 
in the jungle. 






O t 


When fighting 
him dodge his 
jump attacks 
and beware of 
his wave shield 
attack. 
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UBLISHER 


AVAILABLE 
THEME 
MEGABITS 

.. . : - -. w ____ 

PLAYE 
DIFFICU LTY 
LEVELS 


CAPCOM 
APRIL 
ACTION 


• »• -- - . • ••'**"* • 


% COMPLETE 


1 OR 2 
MODERATE 
16 

70% 


In the Option Mode you 
have the choice of pick¬ 
ing the game level and 
there is a controller con¬ 
figuration. You can also 
have your shield on 
manual or automatic. 


CONTROLLER 


Pad: Moves 


your player 

t ** . 

,.: 

Select: N/A 


Start: Pause 

The con¬ 
trols of this 

A: N/A 

B: Jump 

game are 
really basic 

X: Extra joy 

and take 

Y: Attack 

very little 

R: N/A 

time to 

L: N/A 

i 

master. 


STORV 


The mighty red dragon 
known as Gildiss has 
descended like a vulture 
on the land of Malus and 
left nothing behind, but a 
scorched ruin where the 
creatures of darkness 
could reign. The King 
ordered Gildiss to be put 
to sleep. A new band of 
adventurers has to be set 
forth and Gildiss must be 
destroyed before the evil 
red dragon awakens. 
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choosi y ou 

mmm 


60 k 9 

Age: 

WP U M ft Unknown 

Ever nimble, he can often 
pick-off enemies at a dis- 


m m Unknown 

Although small, this Dwarf 
is all muscle. Despite his 
lack of speed, he still loves 
to initiate battle. 

ATTACK aw 70y 


Choose from five different 
characters in your battle to 
destroy Gildiss. Each charac¬ 
ter has his own moves and 
magic which he can perform. 
Some characters are stronger 
in some ways than others, so 
pick a character that fits you 
the best. 


Leaving magic to the wiz¬ 
ard, his sword is his great¬ 
est ally and he prefers to let 
it do his talking. 

ATTACK aw joy 


Against his beliefs to use 
edged weapons, he uses 
his natural intelligence to 
advance levels quickly. 

attack aw joy 


Although slow and depen¬ 
dent on his magic, the wiz¬ 
ard’s vast experience is his 
greatest weapon. 

attack aw joy 



































































HILMUL MAGJC 0<%aS: 

Enclosed in these orbs is great magic which can be unleashed 
by cracking them open with a mighty blow of a sword. 

Meteor Zkunber flolt 

Meteors Thunder- 

-*■ A rain bolts ( j£r 


ft, 

Jewelry 


down on 
your foes. 


Turns 
your ene¬ 
mies into 
jewelry. 


to* 


Turns your 
foes into frogs. 


strike 
your foes. 


% 


'f ire Wall 


Burn 
enemies 
with a 
flame. 




MVSTJCAL KIMS: 

Many of these items can be found in chests along the way. Grab 
them to keep your strength up and aid you in your quest. 

Vashichi Jewels 


Jr 

v ^ Mr 


'fruit 


You will 
receive 
one extra 
continue. 



Increases 
your 
health a 
little. 


Chest 



Hit them to get 
the items. 


Gather 
jewels to 
gain a 
free guy. 



Gold is 
worth 
200 
points. 



STAQi OWL The forest 


STAGC TOO: The (Sriige 



Your quest starts you off in 
the forest, where enemies 
pop out of the trees and 
attack you from all direc¬ 
tions. Use your magic when 
needed. When fighting the 
Boss, try to stay away from 
his swinging chains, Attack 
him when he is only swing¬ 
ing one of them. 


The Second Level is 
extremely short. You 
shouldn’t have to use any 
of your magic, except on 
the Boss. When fighting the 
Boss, watch out for his bull 
charge. If he hits you with it, 
you will go flying into the 
air. Wait for him to stand 
still, then attack him. 


STAGC 3: The Cliff 

In this level, your warrior must work his 
way along the side of a cliff. The map on 
the right and below shows you what the 
entire level has in store for you. Numbers 
1 through 4 on the map show you the 
locations of the chests in this level. The 
chests give you an assortment of differ¬ 
ent icons, from gold to food, so be sure to 
get them all. Point 5 on the map shows 
you the Boss. This dragon will swoop 
down at you. Be sure to watch for his 
shadow when he is about to attack, then 
jump up in the air and hit him. 
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PRESS START 


CAPCOX 


PUBLISHER 
AVAILABLE 
THEME 
MEGABIT S 
PLAYERS 
DIFFICULTY 
LEVELS 
% COMPLETE 


CAPCOM 
NOW 
SPORTS 
12 

1 OR 2 
MODERATE 


In the Option Mode, you 
can change the config on 
the controllers. Also there 
is a Music and Sound 
Mode. You can even 
change the length of time 
in the game. 


i ;m isliiil 



MOVES: 


PASS: Go for the short pass CLEARING KICK: Use this to get LONG KICK: Use this kick 
when a man is open. the ball out of scoring range, for a on-goal shot. 


□El ENSIVE MOVES: 




Pad: Move 
Player 
Select: N/A 
Start: Pause 
A: Clearing Kick 
B: Long Kick 
X: N/A 

Y: Pass Teammate 
R: Special Move 
L: Special Move 


The basic 
controls 
change 
when a 
player is 
on offense 
and 

defense. 


In the near future, Dr. 
Light brought to life a 
reserve of blue crime 
fighting robots with the 
trusty Mega Man leading 
them. The next great 
robot showdown will be 
on the soccer field. No 
matter where Dr. Wily’s 
diabolical plots occur, 
Mega Man will be there 
to battle throuqh the 
robots and get to the evil 
doctor. 


CONTROLLER 


STORY 
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HEADBUTT: Clear the ball SHOULDER TACKLE: Knocks SLIDE TACKLE: Slide 

from the other team. opponents off the ball. between a player’s legs. 


PLHY MODES: 

Championship 
Mode: You can 
quit and return 
to the same 
point at a later 
time with a 
password. 



PASSHOHD 




II I I I I I 1 

ill n \ ri 



If a game ends 
in a tie you will 
then go one-on- 
one against the 


which team will 
win the game. 




League: A one- 
or two-player 
series of games 
where you com¬ 
pete against all 
robot 


When you are 
the goalie try to 
anticipate where 
the player is 
going to kick the 
ball so you can 
block it. 


TOURNAMENT: 
Similar to the 
the Champi¬ 
onship Mode, 
but you can 
choose any 
team you want. 


Try to fake the 
goalie out to 
score a much 
needed point 
that will make 
your team 
victorious. 









































































































Choose 12 Different Robot Teams With Unique Moves: 

Hold down the RIGHT button while dribbling the ball and press the B button when you want to kick. This will do a Special Kick. 

A Special Kick will stun an opponent by a variety of means, depending on the player. 



SPECIAL MOVE: 
Stop enemies with 
dizzying leaves. 


SPECIAL MOVE: 
Cut through the 
opposition! 


SPECIAL MOVE: 
Stun your opponent 
with several skulls. 


SPECIAL MOVE: 
Freeze opponents 
into blocks of ice. 


SPECIAL MOVE: 
Shock enemies with 


SPECIAL MOVE 
Kick a high 
charged shock ball 


SPECIAL MOVE: 
The ball takes on an 
aura of energy! 


SPECIAL MOVE: 
Get out of the way 
of this speedy ball. 


SPECIAL MOVE: 
Stay away from this 


SPECIAL MOVE: 
Launch a red-hot 
ball to torch others! 


Rn Example o'f^a “Playing Field: "IVleqa [Wan s Field 
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There is a Password, as 
well as a One- or Two- 
player Option. You can 
also get up to five players 
to start the game. There 
is also a sound test, but 
no button configuration. 


Pad: Move 
player. 
Select: N/A 
Start: Pause 
A: Swing Club 
B: Jump 
X: N/A 

Y: Swing Club 
R: N/A 
L: N/A 


You move 
your char¬ 
acter with 
the pad and 
climb up 
and down 
vertical 
objects. 


The Grand Poobah is 
retiring and looking for a 
successor. Fred jumps at 
the chance, but first he 
must find the Treasure of 
Sierra Madrock. Fred and 
Barney must go through 
several levels, finding 
objects to help them on 
their quest! This is a 
game with a layout like 
Tiny Toon Adventures: 
Buster Busts Loose for 
the Genesis. 





Extra Heart: 
This shows where 
the level ends. 


Icons & Other Items: 
There are a variety of items that 
can be found in the game! Some 
are located in plain sight, while 
others are located in the tree tops 
These usually contain extra lives 
and other valuable items. 

y ■ 1 -Ups: f~j 
Get an extra 

life for F/B! 


Clams: 

Use these to buy 


Star: A 

Get enough of these 
for an extra life. 

^4 End of Level 
r This shows where 
the level ends. 


Barrel: 

Smash thes 


Moves and Other Attacks 


Oh No, It's the Wife! 

red or Barney run info their respective wives, 
sy will drag them to a different section of the 
ip! Avoid them if you can. 


All FUntstones Love Big Club! 

Fred and Barney can use their clubs to smack 
enemies! You can also hit enemies while jump¬ 
ing, but you have to be close, to them! 


Press the Y 
button to - 
swing your 
mighty dub ’ 
at Soesf 

Float in the Air! 

Jump high in the air and hold down the JUMP 
button to make you float! Watch the Red Meter 
the top right—when it runs out you will fall. 


Fred and 
Barney 
should 
avoid their 
wives! 

Climb Objects! 

Push UP on the pad when you are in front of a 
tall vertical object and you will climb it. You can 
also swing your club while climbing. 


Wit.HA: FRED FI IN VS TONE 


FRED! OH NO f IPS W 1 LMA 


To get Double Jump ability, you To duck from deadly overhead 

must run a certain number of attacks and objects, simply push 

laps at the stadium. To do a DOWN on the control pad and 

Double Jump, press the B button Fred or Barney will tuck their 

twice. It will cost you a dam heads down into their shirts for 

each time you use it, protection! 

■ insttinos. VrocioclkVis. Inc.£* 1901 Hiinru ttafboM lYoduditiflfi 
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End-o£-Stage: 

When the stage ends, the sec¬ 
ond number on your time will 
fall onto a chart. Get three in a 
row and you get a 1 -Up. Get 
two like this (left) and you get 
three 1-Ups. Fill in all of the 
numbers and you get seven 1 - 
Ups! If you have the number 
already, you will get an Apple. 


Roll the Dice: 

Press the Y button at the 
Stage Map to throw the dice. 
The number you get is the 
number of spaces you can 
move. If you move on an area 
you already completed, then 
the other character will then 
roll the dice! The dice can be 
from 1 to 3. 


A- = 44 S'* . ^ = 5 
TirtE , 00x10=000 
SCORE 002450. 


Purchasing Power: Use Clams 
Cafes: ^ 

Land on these and you can buy a Z 

variety of items—from more 

hearts to extra lives. ■ welcomes welcomB 


In most stages, there is a 
fellow Water Buffalo broth 
er who also wants the title 
of Grand Poobah! You 
must defeat this rival in a 


race in Stage 4). This event 
will take place in the arena. 
Throughout the game, you 
can see your opponent on 
the actual Stage Map and 
he will take periodic turns 
at rolling the dice. If he 
lands on the same space 
as you, he will take you to 
the arena. 


In this part, you can play a 
variety of games—if you have 
enough Clams. 


STAGE l: Bedrock, Find the 


Stage 1 features 
bonus stages on the 


many barrels as you 
can to get the items. 
There are also 


These big guys are 
easy to beat by 
smacking the falling 
coconuts at them. 
To pass the level, 
win the track race 
against Rockhead! 


This second area 
takes place over 
lava pits that will 
take all your hearts 
away with one 
touch! Also beware 


noes on the main 
Stage Map—they 
will teleport you t 
other random are 
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The mean green team of Rash and Pimple has finally made it to the Dark x l -L 

Queen! If you defeat her, there are two possible endings, depending on whether you 
shoot down Volkmire’s ship or not! The Dark Queen does get away at the end (go figure), so you will probably 
be seeing more of her very soon! 


The Evil Dark Queen! 

The Dark Queen is at the bottom of the Tower imme- 
: ~::5 gsB diately following the nerve-racking rat race with arch- 
foe Scuzz! The nasty Queen vanishes and reappears 
, 7 anywhere on the screen, firing tornadoes from her 

mBS&Sjpf/.' ' ‘ long staff. These projectiles do some damage so 

gggSjSL: jump over them and hit her quick, as she is in solid ggg55ii :s: ; >*r ^’*'^3 

1 2s^i| form for only a few seconds. After you have hit her T 

g£*T _ :• the required number of times, she will escape. : 

After defeating the Dark Queen, don’t put down that controller! When Rash and Pimple emerge from the Dreamscape, they will 
have to chase Volkmire in the Toads’ attack chopper! Use the control pad to move the crosshairs onto Volkmire’s flying saucer 
and fire away! Destroy it and you will get the pood ending. Miss it and you get the bad ending. 


At the end of the 
stage, the game 
becomes a brief 
shooter where you 
need to destroy 
Volkmire’s ship! 


PUT y{J4H FOOT DOWN PIHPLE 
HE'S GETTIN' flHflyI 


Final Massage 


Good Ending 


Bad Ending 


VOLKKIRE BREATHES A SIGH OK 
RELIEF RS HIS SPACESHIP 
ACCELERATES OUT OF THE 
TOADS HISS ILK RANGE, KNOHING 
THAT HE LIVES TO FIGHT 
ANOTHER QAU . 


AND SOi THE SINISTER SILAS 
VOLKMIRE IS ONCE AGAIN 
THWARTED BU THE VICTORIOUS 
BATTLETOADS- 


VOLKMIRE'S BURNT OUT SHIP IS 


RETRIEVED FROM THE HIMALflyRS 
BUT OF HIS BODS, THERE IS 


HOOOOO! I LIKE IT, * TOADS ! 

ME SURE TRUGHT THAT DORK 
QUEEN NOT TO MESS WITH THE 
AWESOME T.BIRD RND HIS 
BATTLETOADS! 

ER * * . 


CONSOLATION BEING THAT HIS 
PARTNER IN CRIME, THE DRRK 


WHO KNOWS WHAT HAPPENED TO 


BUT yOU CRN BE SURE OF 


HOLD THE PARTy 


BOTH HE RND THE 


BUT WITH VOLKMIRE FREE, RND 


I'VE JUST PICKED UP SILRS 
VOLKMIRE ON MU SCANNERS, 
TRSING TO ESCAPE USING 
R TELEPORTER!! 


DRRK OUEEN WILL FTEMEMBER THE 


THE OUEEN WANTING REVENGE, 
IT. WILL ONLy BE ft MATTER OF 
TIME BEFORE THE DIRE 


DRy THEy TOOK ON THE 
&ATTLETOADS-AND LOST! 


HOLD ON, I'LL LOCATE HIS 
TARGET DESTINATION,-.- 


DUO TRy AGAIN 


FOUND IT! TWEAK M’J BERK, 
HE'S GONNA APPEAR ABOVE THE 
PSICONE BUILDING ANy 
MINUTE NOW!! 


yOU'D BETTER GET BACK HERE 
PRONTO, 'TOADS, yQU'RE OUR 
ONLy HOPE OF CATCHING HIM! 
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J DARE TO t 
DREAM... THEY 
MAY HAVE 

QUICHE THERE! 


GOLLY! 


^ J JUlilte HIlred * JSl Biqlflf * ® OWien 

c ~ 9 ;sr. 

W« Collins • Paris Cullins • Dark One 

Qave Dorman • Michael Duggan * St * vC E J”J® 
j- rilmorc * Dick qtowluno • Tackson <Ju*cc 
C *° 19 „ Hnincs * Cullfl Hamner ‘Tong Harris 

‘SSJICS-• B« Hof< • H ~;« 

O.v. Johnson - 

5cott LobdeU 7 _ Mopre * Brim) Murray 

Charles Moore • John 0wW . jimmg Pnlmiotti 

’"TSr * *^£TK 1 «I. 

o J 4 - f*-» • >«: 

7 tm Prueu Joe . j 0 f,„ Romita, gr. 

<vr*";x «"mi* 

Jim Valentino • Vamfnrrfla ( 

Wade Von CJraivbndgcr * Bradley W 
MikeWeiringo • Chuck Wo/rkiew«cx 

...and TONS more to come!!! 


m • axis • cartoon books • character me 

cmimu DAGGER • DM HOUSE < DC • DIAMOND 
ECLIPSE - fLEEft • KM • IMAGE • KRAUSE 
LONDON WONTS STUDIO • MARKED • MILESTONE 
NOR-SPORT UPDATE «ORBITAL' SENDAI 
SNAOOH'LWE < SIRIUS > SKVBOX • TOPPS 
UPPER DECK • VALIANT • WIZARD 4 ami 


FATHER'S DAY 


WHADDYA MEAN \ 

FREE? I THINK 
EVERYBODY OUGHTTA 
FAY - TWICE!! 




DON’T mss.. 


inks: Karl Story 
Colours; Tom Poston 


SUPER TOUR ‘94! 


JUNE 17, 






AREN'T HARD TO FIND 
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Astounding zoom-in screens 
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rnigres s 


ip 

of America 


W2LEPKCS 


mm mmmmsm* 


TfiHftHT 


Qualify for the big one! 


It's The BestRackln 


Town! 



Now for NES® Super NES® & Gameboff * 


Finally, there's a video pool game that actually "feels" like real billiards. 
Billiard Congress of America Championship Pool uses multiple viewing angles 
and astounding zoom-in screens to recreate pool on your video screen. 

Pit youself against the computer or play up to eight players in 9 ball, 8 ball, 
straight pool and more - a total of 14 different pool games, 
in the Championship Mode, you can even qualify for 
the World Championship Tournament. 

Shoot with the best - Championship Pool from 
Mindscape. Real pool "feel" for your video game 
system. It's the break you've been waiting for! 



Copyright © 1993 Mindscape. Inc. A Software Toolworks Company, All Rights Reserved. Championship Pool is official]) endorsed by the Billiard 
Congress of America. Licensed by Mindscape. Inc. Mindscape and its logo are registered trademarks of Mindscape, Inc. The Software Toolworks and its 
logo are registered trademarks of The Software Toolworks. Inc, NES. Super NES and Gameboy are registered trademarks of Nintendo of America, Inc. 


For the store nearest you or to buy, call 

1 - 800 - 234-3088 
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